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DRAGON QUEST MONSTERS-jokCP 


MAIN DRAGON QUEST SERIES 


The Dragon Quest Monsters series began in 1993 on the Nintendo Game Boy Color as a spin-off from the RPG genre-defining 
Dragon Quest series. That series itself originally began in 1936 as Dragon Warrior tor the Nintendo NES. The Dragon 
Quest series stretches back nearly to the roots cl Enix Corporation, the company that would fuse with Squaresoft in 2003, 
synthesizing into Square Enix. The characteristic RPG series trom the two old RPG juggernauts continued under one 
umbrella, with the moodier, techier Final Fantasy alongside the lighter Dragon Quest adventures. As Final Fantasy focuses 
more on brooding opera, Dragon Quest tends to go for more spirit and levity. The main Dragon Quest series saw the 
release of its ninth installment {Sentinels of We Starry Skies) recently in 201D. 


The Dragon Quest Monsters senes (also originally released as Dragon Warrior Monsters) started with 1999’s Dragon 
Quest Monsters, which was both a side-game and prepel to Dragon Quest Vt: Realms of Revelation. Dragon Quest 
Monsters: Joker2 is now the fifth game in the Dragon Quest Monsters series, and it is undoubtedly the biggest and 
best so far 


The Dragon Quest Monsters series works by pairing the personality of a quarter-century lineage at hundreds of 
monsters, trom adorable slimes to menacing dragons, wMb a robust ‘breeding 0 system. Players can deeply 
customize their favorite monsters to their specific liking, whether for aesthetics or function or fuu, and the party 
waif become ever stronger as monsters pass m their developing characteristics through the generations. 


The monsters are the appeal, all 390-plus of them. In addition to primers on gameptay and a walkthrough 
of the single-player adventure, this book includes extensive monster data. From their slat potentiat to their 
skills, to their possible locations and synthesis pathways, any necessary information is contained within. 


Dragon Warner Monsters 


Drawn Quest ft 


Dragon Warrior Monsters 2 _ 

Dragon Quest Monsters. Caravan Heart 


Dragon Quest IV. Chapters of rite Chosen 


Dragon Quest Monsters: Joker 


Dragon Qu$$t Monsters; Joker 2 


Dragon Quest Vt Realms of Revelation 


Dragon Quest Vlll: Journey of the Cursed King 


DragonQuest tX: Sentinels of the Steny Skies 




















THE SCOUT 


Young, brash, and eager to prove himself, the scout is looking for 
glory. His lack of means forces him to try stowing away on a 
rust bucket at a ship headed for the Monster Scout Challenge. 

From these inauspicious beginnings, the scout will rise to become 
more than even he dreamed. The scout is the player-con trolled character in 
Dragon Quest Monsters: Joker 2. 


CAPTAIN 
REX MAYDAY 

Rex is a formidable helmsman with decades of sailing and 
combat experience. The captain has seen better times, though, and 
he struggles to maintain his ship as he constantly hearkens back to the 
past. Despite his terminal case of nostalgia, the captain remains 
and hopeful in the present day, and so he’ll throw his effort and 
loyalty behind even a shabby stowaway and a patchwork crew. 
































ARCHIE 

LOGG 

Archie is a traveling merchant 
and scholar, However, his 
main motive is advancing 
his pocketbook. 


RORY 

BELLOWS 


The captain's right-hand man 
is a stout, gruff old boy who 
speaks in a thick brogue, 

He's responsible tor 
maintaining and running 
the ship’s engines 
and other mechanical 
features. Despite his 
oak-like stature, Rory 
is just as likely to lose his 
mind in the face of danger as he 
is to remain steadfast and hearty. 


LILY 

GLIDER 

Lily is a woman of sublime character and 
gravity. Or, at least she likes to think so. 
The truth is, she's more than a bit full 
of herself, hut she is also a shrewd and 
proven monster scout in her own right. 
Her pet and chief monster, the Countess, 
is an enigmatic, puzzling little sanguini. 


MELONIE 


Melanie is a new employee to the Monster Scout 
Challenge, working as an official assistant for the games. 
The challenge's hiring practices may not be the most 
stringent, as Melanie is not the sharpest knife in the 
drawer, She’s spirited, though, and even a broken clock 
is right twice a day. 


DR. EUGENE 
POOLE 


The old Doctor is fufi of good cheer and proven 
wisdom. He's also getting up there in years and is 
prone to "senior moments” from time to time. He 
is an expert on alt aspects of monster behavior, so 
he's pretty great to have around. 
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THE 

COUNTESS 

SQUEAK! SQUEAK!" 

(THE COUNTESS APPEARS TO BE HAPPY.) 


Hie Countess is Lily’s main monster. This friendly 
Deast spends most of its time in a seemingly 
.acant and mindless bliss, floating among human 
pats. However, the Countess is given over to occasional 
'inexplicable fits of strange behaviors, from agitation to rage. 


Once the scout encounters and 
befriends Dr Lump, the intrepid 
scout becomes a monster 
scout in earnest, as monster 
synthesis can be undertaken 
following their meeting. 
Monster synthesis Is the fusing 
process by which two parent 
monsters merge to produce a single 
offspring, with perhaps higher potential and rank than either parent. At the 
command of the scout Dr Lump oversees this groovy, natural process in 
the monster pen of the Albatross, 


DON MOLE 


This enormous papa figure to the 
mischievous moles is the godfather 
of moledom, the hip liege of the 
underground, and the funky overseer of a 
surprising competition In a hidden place, 


MARSHA 

Marsha is another creature 


that can be befriended, like 
Dr Lump. This feminine mud 
mannequin will eventually run 
the Monster Scout Proficiency 
Test, a battery of 12 crucial 
exams spread out over 
the course of the adventure 
to update and test the growing 
capabilities of the monster scout. 

Marsha is eventually stationed where the 
moles dwell. Speaking of moles... 


DR LUMP 


THE 

ALBATROSS 

Maybe she’s not really a character, and maybe she 
doesn't actually spend too much of the adventure in 
flight, but the Albatross Is stilt a vital old bird for the 
protagonists. Captain Mayday’s true love will serve 
as home base to the scout, Rex, Rory, and the rest 
for the duration of the adventure. The ship houses 
a monster pen to hold the scout’s stable of allied 
beasts, along with an item vending machine and 
other conveniences. 
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Without monsters, there could be no monster scouts. From adorable, bulbous slimes to menacing 
blade-wielding demons, the variety and character of the fauna is immense. The taxonomy of 
monsters is easy to understand, There are several monster families: members of a given family 
are similar to each other and are decidedly different from members of other families. 



ICON 

FAMILY 

♦ 

beast 

H 

materia! 


demon 



There are a handful of monsters that fall outside of these classifications, in the so-cafled ??? family. In addition to families, monsters are also 
distinguished by their mass. Most monsters are small and generally take up one of three available slots in the party. Medium monsters take up two slots, 
and large monsters take up all three! 


MONETEfl 


1AANK j FAMILY j LV 

1 HP ^ MP . ATT 

. OFF. AfilL. 

„g 

LIQUID METAL 
SUME 

C & 1 

12 255 74 

999 2S5 


f. Frizzle 


seed of agility 
seed of defense (ram} 


10-8 Bombadier 
1M Agility Boost 
19? Dazzle Ward 


A monsters general power level is most obviously expressed through its rank. Almost universally, a higher rank means a more powerful monster, with 
higher stats, better Skills and Traits, and just generally greater potential. 

Effort put into gaining EXP and learning Skills for monsters is not lost, even when higher-rank monsters are acquired. Lower-rank monsters can 
contribute by being fused into new higher-ranking monsters through synthesis, passing forward their Skills if desired, along with some of their skill points 
and stats. 


HP MR, attack, defence, agility, and wisdom are a monster’s vitals, essentially, A monster with high HP and defence can absorb damage better, while 
monsters with high MP and wisdom make more effective spellcasters. Monsters with high attack do best using standard fight commands or physical 
abilities. Agility dictates which monster acts first each turn as well as how good a monster is at evading incoming attacks. 


EXP and gold are earned at the end ot a successful battle. Treasure can be received, also. The Scout Rating Is a relative indicator of how difficult a 
monster will be to add to the party via scouting, iff indicates a monster that should be captured with relative ease, while 1 indicates a monster that 
may require teens of scouting attempts in order to secure its services. 
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Most of the adventure is spent manning about the landscape in order to 
progress the story ; find items, and scout and train monsters. 



HOOFING IT 


All-tco-brief trips or the Albatross airship aside, getting from here to there 
almost always involves a hike. 




least ante. 


Path to 
anothm area. 


CHAPTER 

2 


Direction the 
camera faces. 


Healing Spot. 


Path to 
another area, 


Scout's Stone 


During exphmtion, the bottom screen of the Nintendo DS is taken up 
by a mini map of the current area and adjunct arena. Only pre-iaous/y 
visited areas will show up on the mini-map , and certain markers on 
the map wifi only appear if the scout performs certain actions. Far 
exam pic, a Healing Spot will not show itp an the map until if is used at 




Use vines, tedders, and even fine rock 
outcroppings to climb up or down to 
access different areas. 



Narrow ledges represent the only my 
across some spans. Fortunately, the 
scout has excellent balance and nerves 
of steed 



A downed teg or a slick, sloped tee flow each presents an opportunity for rapid 
descent to a tower level 


Once the scow! learns the Zip Scouting Skill, the scout can access Zip 
Portals from anywhere within a region. Similarly, Zoom allows the scout 
to travel instantly to the entrance of any previously visited region. When 
possible, use Zoom and Zip liberally to flit between regions at a whim, 
greatly reducing travel time. 


Time of day changes every few 
minutes, in a short cycle—six 
minutes per day, four minutes per 
night, Wait tong enough, and the 
time of day will change, A profound 
revelation! 




The first visit 
to a new region 
will be during 
calm weather. 
However, 
subsequent visits 
are up for grabs, 
with inclement 
weather as likely 
in most places 
as a calm, sunny 
day. Tougher 

Rain can heal during combat Either side m a battle in the ram 
has a modem chance to be healed each mm. On the oiher monsters roam 

hand, the heavy pelting put on by a howting blizzard m a the countryside 

chance to carnage either side each turn i d u ring h a rs h 

weather, and different places are accessible in some areas (heavy snowfall 
In a blizzard and flooding in the rain will produce new paths). 
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Available treasure and 
wild monsters will differ 
depending on both the 
weather and the time of 
day. The portions of an area 
that are accessible may 
also change as rain or snow 
inundates the landscape. 

Weather has a chance 
to change each time the 
scout returns to either the 
Albatross or tfoe world map. 
To see what the conditions 
of a region are before going 
there, travel by walking to 
the world map rather than 
using the "Zoom" monster 
scout Skill, An icon on a 
given location will indicate 
if inclement weather is 
present or if It’s nighttime. 



THE BADDEST OF THEBUNCH 


Large monsters roam in certain regions, and even the other monsters live 
in fear of these enormous beings. Lesser monsters will either flee hastily or 
burrow underground to vacate an area when a large monster approaches. 
Fleeing monsters may leave behind some of their loot in sacks, which the 
scout can collect Burrowing monsters will produce holes that the scout 
can fail into, leading to the area directly below, This can lead to otherwise 
inaccessible treasure. 





Monsters (feeing tn tear often leave sacks Burrowing tfiomtm create a path heio w 
of loot behind [ 0 subterranean levels in their haste 

Large monsters take up all three possible party slots, so they cannot have 
any accompaniment. This is more than made up for by their beefed-up stats 
and powerful Traits. For example, large monsters strike ail of their enemies at 
once and usually more than once per turn. Large monsters can eventually be 
incorporated into the scout r s part 1 /, but not until far into the story. 


FINDERS KEEPERS 



You can find items and weapons in lots of nooks and crannies. Examine 
leaves, mineral deposits, and treasure chests for items. 


POSSIBLE LEAF ITEMS (0 


\ BEFORE fC EOLATION fS CLEARED 

AFTER fCEOLATION ES CLEARED 

medicinal herb 

strong medicine 

moortworl bulb 

medicinal herb 

antidotal tierb 

antidotal herb 

seed of lifri 

moonwQrt bulb 

— 

special medicine 

— 

seed of skill 

— 

seed of life 

— 

seed of magic 

POSSIBLE SP LEAF ITEMS 

BEFORE ICEOLATJON IS CLEARED 

AFTER ICEDLATlONiS CLEARED 

strong medicine 

Special medians 

seed of skill 

seed of skill 

— 

seett of life 

— 

send of magic 

POSSIBLE MINERAL DEPOSIT ITEMS j 

m 

BEFORE ICEDIATION IS CLEARED 

AFTER 1CFDLATIQN ES CLEARED 1 

pretty pebble 

pretty pebble 

bronze bit 

bronze bit 

pinball 

pinball 

— 

rock bo mb shard 

— 

silver sliver 


POSSIBLE SP MINERAL DEPOSIT ITEMS 


BEFORE ICEOIATION IB CLEARED 

AFTER 1 CEO 1. ATI ON IS CLEARED 

bronze bit 

bronze bli 

rockbomb shard 

silver stiver 

pinball 

pinball 


The scoot most give targe n 


a wide berth (or much of the adventure. 



















































POSSIBLE BLUE CHEST ITEMS 



BEFORE tCEOLATIOM IS CLEARED 

after iceolatiqn is cleared 

i medicinal herb 

machine parts 

swd of skill 

mafic elixir 

machine parts 

SmedinD salts 

ariiidaiat herb 

seed ui skill 

! moanwgrt. bulb 

metal ticket 

1 oaken dut? 

Oomph powder 

either whip 

Sard’s penny 

stone claws 

aniimagic powder 

— 1 

Ifisulade 


POSSIBLE SF BLUE CHEST ITEMS 


BEFORE ISOLATION is CLEARED 

AFTER ICEOLATION IS CLEAR FO 

seed of skill 

seed of skill 

anliinagic powder 

magic elixir 

Oomph powder 

panacea 


metal ticket 

— 

timbre! of tension 


The scout can also find red treasure chests, which can only 
be opened once and usually contain a weapon for a monster 
to equip. Apart from leaves, rocks, and chests bearing 
items, keep an eye out for several other curiosities io find while exploring: 





Zip Portals., once activated provide a 
way to warp to z point that is usually 
shout twQ’tturtis of the way deep into 
an area. This means that on the first 
plunge it's best to push at feast through 
to the Zip Portal, but afterwards, the 


One of the most noble &;■ monsters, the 
Hades condor favors building large n$sl 
in high perches. Naturally, the scout car 
ransack these n$$l$ lor various items. 



comings and goings. 

So, that’s lots of stuff to look out for, The best part of leaves, mineral 
deposits, fossils, nests, and blue chests is that they can be retrieved 
over and overt Each time the 
scout returns from a region to the 
Albatross airship, the treasure (and 
wild monsters, and usually weather) 
will be reset. This doesn't apply 
to red treasure chests or Scout 
Stones, however 


A green exclamation point wtfl 
highlight when its possible to interact 
with something, 


WILDLIFE 


in Cragravation, the preserved remains 
of ancient monsters are exposed. Some 
items can he extracted from fossils, 
and also, some ancient wisdom can be 
discovered in the form of skill tomes 
During storms, ghastly apparitions will 
try to defend their own remains! 



Old Healing Stone monuments, 
distinguished by the glo wing blue glyphs 
that adorn the surface, can be used once 
per visit to.a particular region. The stones 
completely heal all friendly monsters. 


Sometimes, monsters will flee from 
each other in the wild, without the scout 
being involved at all, Ffe&ng monsters 
occasionally leave behind foot sacks 



Scout's Stones might appear like Healing 
Stones at first glance, but they are 
stubbier and more muted in design. There 
am also a tot ft wet of them. Scout ! s 
Stones permanently confer new Scouting 
Skills to the curious inspecting scout 



Monsters roam about the exploration field. Bump into one of them, and 
combat ensues with a group of monsters. The species of monster that 
initiates the battle will always be 
present but other monsters might 
show up, too, [For example, with 
a little luck, a metal slime may 
show up alongside other monsters, 
turning a chance encounter into a 
wonderful EXP bonus opportunity.) 



Some docile species of monster are not aggressive, and they will not try 
to Initiate combat when a scout gets near them. Most monsters will be 
surprised, and attack. An exclamation point will appear above them and 

a warning chime win 
sound,and then they 
wilt give chase to the 
scout However, some 
monsters may actually 
run away instead of 
approaching, especially 
if the scout is sporting 
powerful monsters of 
his own. 


















































Jump onto a monster from behind, and friendly monsters have a chance 
to get a tree torn at the beginning! This turn can be used as a tree scouting 
attempt, safe from the fear of reprisal, 



The gnftmv nr* fnh*n hv £iu‘ , dn£pI 



If a monster jumps onto the scout from behind, however, there's a good 
chance the wild monsters will act first, with a turn to pound on friendly 
monsters for free. Poor guys? Obviously, try to keep this from happening. 

When a monster gives chase, it’s still usually possible to avoid combat if 
desired. Many monsters chase the scout really quickly, but few monsters 
chase SO rapidly that deft maneuvering in circles around the beast won't 
forestall the onset of battle, Think of a dog chasing its own tail, and try to 
trail the aggressive monster that way, in little circles. For most monsters, 
the exclamation point will disappear after a few seconds, and the monster 
will just give up! If the goal was to avoid combat, mission accomplished .. 
You can also use this trick to score surprise attacks even against enemies 
that detect and approach the scout! Run them until they’re exhausted 
of trying, then simply initiate combat from behind them as they start to 
wander again. And that, friends, is what separates the monster scouts from 
the monsters. Beware, some monsters won't give up chase unless you 
leave the territory they were patrolling entirely. 


Once a battle has begun afield, allied monsters will line up against 
unfriendly ones, and the first round will begin. If one party surprised the 
other, that side will get a free turn at the outset Battle will continue until 
one of the following things happens: 


Either ali wild or ail fritndJy monsters are defeated. 
All the conscious monsters on one side flee. 


A wild monster is successfulIly scouted. 



Battles proceed 
with the monster 
scout issuing 
directives toward 
up to three active 
monsters at a 
time. Up to three 
monsters can 
come along for 
the ride, and they 
wifi wait in the 
substitute party, 
or reserves, until 
they are needed. 

If the allied 
monsters are all 
knocked out, the 
scout reawakens 
on the Albatross. 
with haff of the 
gold that was 
previously on 
hand gone? If all 

enemy monsters are knocked out, the scout's party receives gold, EXP. and 
perhaps some items. If one side or the other flees from battle, the battle 
simply ends. 
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3ATTLE COMMANDS 


Fight: Simply order the friendly side to fight, and each monster will act out 
T5 turn according to the tactics assigned to that monster Monsters may 
"I always buff allies or attack enemies with the ideal actions, but at least 
a ied monsters are good about not performing duplicate actions—if one 
monster heals another to full health, tor example, another monster will 
-ever redundantly heal the now-full monster during the same turn. 

Orders: This command allows each monster to be assigned a particular 
command each round, This usually is the way to go during hard battles, 
as it’s just not worth risking a monster choosing its own actions, perhaps 
iefficiently, with the standard "fight” command. 

Tactics: Each monster can be set to either Show No Mercy.. Mix It Up, 
Focus on Healing, or Don't Jse MR, The tactic setting for a given monster 
determines how it will act in general when the general ‘light" command 
S s issued. 

Show No Mercy: The monster will arrack with full force, sparing 
no MP expense ro damage the enemy party. The monster may 
also using offensive buffing abilities to this end, such as Psyche 
Up and Oomph. The monster may use healing abilities (if it has 
them) when it's in trouble, but it will not make healing itself or 
others anything bur a desperate measure. 

Mix It Up: The least predictable option, since this basically 
opens up the entire monsters repertoire for it to choose from. 
The monster may buff or heal allies, ddbuff or enfeeble enemies, 
or opt to attack, depending on its set of Skills. 

Focus on Healing: Its a great idea always, and its almost a 
requirement later in the game or in Tag Mode Battles, to have at 
least one monster assigned as a designated spriest” for the group. 
This monster should have healing abilities at a minimum and 
perhaps also have buffing abilities. (Being able to use Kabuff 
and Magic Barrier for example, goes hand-in-hand with the 
responsibility of keeping the parry in good health.) A monster 
set to Focus on Healing will do just that—it will focus on 
healing, almost to a fault. (Sometimes, a low-level healing spell 
isrir necessary when a monster is missing jusc a little health, and 
rhe monsters time would be better spent attacking or doing 
something else,} 

Don't Use Magic: This works as advertised: the monster won’t 
use spells. This basically means that rhe monster will do nothing 
bur attack, although it may also defend if it is in really bad shape. 
Sometimes its best to conserve MP again st lesser monsters in 
order to save magic reserves for when they're really needed. Or, 
a monster s best offense may be to simply just Attack, and the 
monster actually stifles its own output by using spells instead of 
normal attacks. 


Scout: Ail friendly monsters that are capable of acting (meaning, they are 
not sleeping, knocked out, or otherwise incapacitated) will combine their 
efforts in an attempt to coerce the target monster into joining. Scouting is 
the most direct and common means of acquiring new monsters. See the 
Scouting section in this chapter for more information, 


CHAPTER 3 

V3 



Items: The scout can use items in battle both to heal and buff friendly 
monsters and to debuff wild monsters. An item command can be given 
alongside commands to friendly monsters, and they'll all be carried out on 
the same turn. Using items precludes using scout or flee, though. Item use 
ALWAYS happens before any other action of the round. 


Flee: Just what it sounds like. The friendly party of monsters will attempt 
to escape the battle. The attempt may fail, giving the opposing monster 
team a free round of attacks. Some battles, particularly against bosses or in 
tournaments, cannot be escaped. 


Switch: This command allows monsters in the substitute party to be 
rotated into the active party participating in the battle. There is no penalty 
associated with switching monsters—no opportunity to act is spent, or 
anything like that. 


COMBAT-EFFECTS 


Both allied and opposing monsters can be afflicted with various enfeebling 
effects or temporarily boosted in power, Difterent effects are represented 
visually. 



Spells like Buff, Oomph, and Ping, and abilities like Psyche Up or even 
the standard defend command considerably augment the stats of affected 
monsters, A monster powered by Oomph basically deals double damage; 
that same monster protected by Buff, or defend, takes only half damage 
from incoming physical blows. 








SCOUTING BASICS 


On the other hand, abilities like Heim 
Splitter and Unnatural Order can 
adversely affect defence and agility, 
while things like Sleep Sock and 
War Cry can incapacitate monsters, 
essentially crippling them. 



STAYING ALIVE 

The most important matter during battle is to stay healthy. If every 
allied monster is K.Q.ed, the battle is lost, and the scout will regain 
consciousness back at the Albatross, losing half The gold on hand! (And 
there's the reason to use the ATM, ladies and gentlemen—deposit gold 
before heading back out, since there's no need for gold in the field,) 


Effects aren't permanent; they’ll wear off on their own after a few turns. They can 
be removed early through the use of certain healing items and spells, 


Switch an active monster into the substitute party, and effects go with it. Any 
active effects will remain when the monster is swapped back into the main party. 







Early on, health is mostly maintained through the use of medicinal herbs, 
which are frequently found in the field. Don’t be afraid to use items to heal 
in battle, since item use happens instantly before any monsters act, and 
items are plentiful 


Soon enough, 
herbs won't be 
enough, but 
many monsters 
will learn 
potent healing 
Skills, which 
can be passed 
forward to new 
monsters as 
desired hi rough 
synthesis. It’s 
always a good 
idea to have 
a monster or 
two capable 
of acting as 
designated 
healer, 
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In order to take less damage in the first place, reducing the strain of 
healing, monsters can have their defensive abilities augmented, in many 
battles, spelts like Buff, Kabuff, and Magic Barrier are crucial just to make 
a head-on fight feasible. Similarly. Traits like Steady Recovery, spells like 
Retieal. and the miracle mallet weapon are very helpful by continually 
refilling a little HP each time the monster acts. 


DEALING DAMAGE 



With the party's health assured and the enemy potentially softened up with 
enfeebles and debuffs, the next most important thing is to chip away at the 


opposition’s HP, 



Reviving downed monsters is difficult for a long time—“it requires the use 
of rare items like Yggdrasil leaves or spells like Zing and Song of Salvation, 
which can fail. It’s better not to get knocked out in the first place. Rolling 
the dice trying to "Zing” an ally back to life repeatedly during a tough battle 
can merely be paving the slippery slope to defeat. If there's an able-bodied 
monster in reserve, it’s usually best to simply swap that monster in tor an 
expired comrade. Otherwise, if revivification is absolutely necessary, use 
an assured item rather than an iffy spell. Once Kazing is available and the 
revive attempt is assured success, then things change regarding how tough 
it is to get friends back on their feet. 


Focus on Healing is probably the most effective tactic via the fight 
command. Monsters never pass up healing when they're even more than 
moderately damaged, and If they're in good shape, they'll simply attack. 



The most direct route is simply to attack. The damage of an attacking 
monster is determined by its attack rating and any bonus added by an 
equipped weapon or enhancements like Oomph and Oomphle. Some 
monsters have Traits like Hit Squad, 
which also enhance attack power by 
making monsters attack more than 
once per round. Plain old attacking 
is nice because it's free—no MR 
is expended, leaving a valuable 
resource conserved for healing, 
buffing, and status cures. 




Of course, if a monster doesrft possess curing Skills or buffing spells, 
that's irrelevant. Such a monster will be able to use all its MP fnr “mikinrr 
the enemy with offensive magic. Monsters with high wisdom and mr aim 

a variation of the Wisdom Boost 
Skill are ideally suited to this role. 

A staff-type weapon will serve to 
boost wisdom further; viewing 
weapons conventionally for their 
attack power doesn't make a 
difference it the monster isn’t going 


Both approaches work well, although using spells as a primary source of 
damage works better and better as further progress is made into the game. 
Larger MP totals allow free and more frequent use of magic, enhanced 
Skills like Wisdom Boost II boost MP and wisdom higher, and better 
offensive spells inflict more damage to more targets. So don’t worry if spell 
damage seems underwhelming at first, because MP is hard lo come by. 
and the very first spells are naturally weak. Magic comes more and more 
into its own down the road. 



It's useful to be able to put together 
a party whose only purpose is to 
stay alive while boosting allied 
attack as high as possible (while 
perhaps doing the opposite to 
enemy defence). Such a party would 
be good anyway, winning battles 
through brute force, but the real 
purpose is to increase the odds of 
scouting success when desired, 



13 












SCOUTING BASICS 


ODDS AND ENDS 


This series offers more 
customization of the battle 
party than just about any 
other tactics or role-playing 
game. There m more than 
300 monsters available, with 
hundreds of abilities and Traits 
that distinguish them. And any 
monster can be made to pass 
its character!sties toward to 
st 111 - m o re po we rf u I mo nste rs 
through the magic of synthesis. 

Because skill points and MR 
are both limited resources, 
and because only so many 
monsters can be in the 
party and actually involved 
in combat at any one time, it makes sense to specialize monsters 
for particular roles. Just throwing five or six monsters together may 
get by fora while, but eventually, it won’t be enough. Things work 
most smoothly if at least a monster or two in each party is capable 
of babysitting the others—keeping HP levels safe, removing status 
ailments, buffing the party, and perhaps even reviving fallen allies. The 
quintessential "Focus on Healing" role, basically. 

Specialization means 
that monsters won't be 
too diluted. Not until 
many, many hours of 
scouting and developing 
friendly monsters will 
enough skill points 
he earned to truly 
“maximize" any given 
monster; turnover is 
too high, and progress 
is too fast for a long, long time because of synthesis. Small monsters 
can only select three Skills, and medium monsters can select four. In no 
circumstance does it make much sense to assign every slot over to a Skill 
that confers more spells and abilities.,, Maximizing many Skills that grant 
abilities takes 100 skill points total, and few monsters will actually end 
up needing to use all of their abilities from one or too maximized Skills, 
let alone three or four. Instead, focus on adding in stat-boosting Skills 

alongside one or two 
really important ability¬ 
granting Skills. Select 
the Skills that fulfill the 
desired role for that 
monster, then surround 
those necessary Skills 
with stat-boosting 
Skills like Attack Boost. 
Wisdom Boost, Zam 
Guard, and so on. 





Pound-for-pound, Kabuff is probably the most useful spell, For a pittance 
of MP ; the entire party will take half damage from physical attacks. While 
exploring or going on scouting excursions, this is a bonus, but in harder 
fights or against bosses, it's vital. 


Kabuff also 
somewhat 
diminishes tbe 
usefulness of the 
Defence Boost 
Skill in favor of 
the Wisdom Boost 
Skill, Defence 
can be boosted 
significantly through 
Buff or Kabuff and 
further enhanced 
with defend, but 
a larger MP pool 
cannot be magically 
manufactured, and 
wisdom-boosting 
abilities like Kaping 
are more of a luxury 
than Kabuff. Once 
we’re talking about 
the second-tier of 

boosts, though, with Attack Boost II, Defence Boost II, and so on, then any 
of the stat-boosting Skills makes a huge difference when mastered. 


4 great dragon 
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Monsters left behind in the monster pen will still earn EXP very slowly over 
time. Even long-neglected monsters may end up with lots of skill points 
left tying around unallocated. By using the Monster List on the monster 
pen computer, all available monsters can be scanned, along with their 
unallocated points! It's worth going through this list from time to time just 
to see if any monsters that aren't in the normal rotation have enough skill 

points lying around 
to master a Skill, 
earning the next 
"tier 1 ’ of that Skill 
during synthesis! 
Monsters that 
aren't being used 
can still end up 
very useful in this 
way, contributing 
leveled-up Skills to 
new synthesized 
offspring. 
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COMBAT IN THE MONSTER SCOUT CHALLENGE 






Battles in the Monster Scout Challenge prohibit monster scouts from using items and from issuing direct orders to monsters. The substitute party of 
monsters is also disallowed from participating! To win rounds in the Monster Scout Challenge, the active party of monsters must carry the day on their own, 

with only their innate Skills and Traits and the tactics assigned by the monster scout to guide them. 


This means that success in the Monster Scout Challenge has more to do with preparation than with 
micromanagement, Unbalanced teams that depend on constant intervention from the scout to succeed, 
whether in the form of item use or babysitting by issuing commands for every little specific action, will 
be badly exposed. On the other hand, balanced 
teams that include at least one healer and/or buffer 
alongside monsters capable of consistently dishing 
out damage will fare much better. 


The best way to be prepared for the Monster Scout 
Challenge is to use powerful monsters that have 
Skills and abilities that make sense and resonate with the team. And the best way to get said powerful 
monsters is to synthesize, synthesize, synthesize! Synthesizing can produce monsters of higher rank, 
with better stats. Skills, and Traits. 


00 ® 



Obviously, one of the most important activities of a successful monster scout is... scouting! Scouting is the most direct and readily available method by 
which to add new monsters to the squad. 




Scouting is available from the main battle menu. After electing to scout, one of the opposing monsters must then be selected as the target. The act of 
scouting occupies all friendly monsters for the entire turn—choosing to scout excludes the possibility of any other actions during that turn. 


During a scouting attempt, all friendly monsters pool their attack strength not to damage the enemy, 
cut rather to coerce the enemy into joining up! The scouting percentage of success, which is 
displayed while the target considers its choice, is derived from the attack power of the [up to) three 
monsters in the active party. Scouting is basically an attempt at intimidation, as the active monsters 
jse a show of strength to Empress (orfrighten!) the target into leaving a life in the wild for one in 
The service of the scout. 
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If the scouting attempt is successful, the formerly opposing monster will 
join the party immediately, and the battle wilt end. It doesn’t matter whether 
other monsters are remaining or have been defeated on the other $ide ; 
since the battle will 
end with the spoils 
being the addition 
of a new beastly 
teammate. Instead 
of the normal 
battle spoils screen 
showing EXP, gold, 
and treasure gained, 
prompts will appear 
for the naming of 
the monster and for 
its placement in the 
active party, in the 
substitute party, or 
in the monster pen 
of the Albatross. 


If the monster resists 
the scouting attempt, 
there are two 
possible outcomes; 
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The success of scouting is based directly on the total attack power of your 
party, which is then compared against the enemy's level and rank. This makes 
it increasingly harder to scout more powerful foes... it : s possible to have a 0% 
chance of scouting success against a foe that powerfully outclasses the active 
party. Consequently, the way to increase the likelihood of a winning outcome in 
scouting is to boost attack power as much as possible 

Most directly, you 
can accomplish 
this by simply 
having monsters 
with the highest 
innate attack 
power in the 
active party and 
equipping them 
with the weapons 
with the highest 
attack boosts. Note 
that the bonuses 
certain weapons 
get in damage 
against particular 
monster families 
also apply to 
scouting success? 

For example, 
sporting hammers 
while locking to 

scout slimes will increase the scouting percentage. (That i$ r unless there’s 
a weapon available for a monster that has an attack value far enough ahead 
to make the bonus irrelevant. For a list of weapons and their bonuses, 
check out the Weapons chapter!) 

Then, in battle, you can use spells and abilities that increase attack 
strength, including Oomph and Psyche Up. Remember, scouting is based 
on the strength of all three members. Hence, using attack-buffing abilities 
on all three active monsters will have a much more significant effect on 
scouting percentage versus only buffing one monster. 

Some monsters have 
Skills that boost their 
damage against a particular 
monster family, and they 
will use these abilities to 
bolster the chance for 
success while scouting. 

However, for the monster 
to do this during a scouting 
attempt, its tactics setting 
must be set to either "Show No Mercy” or “Mix it Up" so that the monster is 
allowed to expend MR using the ability in the correct situation. If the monster 
is set to either refrain from using MR of to focus on healing, it will not use 
SCO uting-appropriate abilities to boost the odds of success. The monster also 
won’t use abilities while scouting if MR is insufficient, of course. 

Naturally, higher-Jevei monsters will have larger attack values than their 
lower-leveled counterparts. If alf else fails, pile up some more levels for the 
three monsters that are already the strongest available! 
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White scouting is the source for many monsters, synthesis is the doorway to more types of 
monsters, including the most powerful monsters in Dragon Quest Monsters: Joker 2. Synthesis 
becomes available after the scout locates Dr Lump and sees him safely aboard the Albatross, as 
Dr Lump takes up residence outside the holding pen. 

One vitally important thing to keep in mind when it comes to synthesis is that when the two 
‘'parents” combine to form the new monster, both disappear from the roster. The end result is a 
monster more powerful than either of the parents, so it’s a sacrifice to make eagerly. 



SYNTHESIS: STEP BY STEP 

•• ■ 




There are five decisions that you must make when synthesizing monsters. These are the same five steps taken for every synthesis: 


1. Select two monsters as parents. 

2 . Select the synthesis result 

3. Assign Skilfs for the new monster. 

4 . Name the new monster. 

& Assign the monster to the active party, the reserves, or the monster pen. 


These are the basics of synthesis, but there’s quite a bit more going on behind the scenes. The first step is the most important and is the foundation for 
every choice that follows it, 


STEP1 


SELECTING PARENTS 

In order to synthesize, two monsters must meet the following requirements: 

11 The monsters must be at least level 10- 

2. The monsters must have different charges. Monsters have one of three types of charges: positive, 
negative, or neutral. The acceptable combinations for synthesis are positive/negative, positive/ 
neutral , and neutraf/negative i 

After selecting the parents, possible results from their union are displayed. In most cases, there 
are three choices, but there are specific combinations of monsters that result in fewer choices. 

In the case of three choices, the family of the monster in the positive slot determines the family 
of the top option. The family of the middle option is based on the family of the monster in the 
"egative slot. The following chart (on the next page) shows the family of the final choice: 
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On^e the family is determined, the specific monster choices in the first two slots are the monsters with strength ratings at least one greater than the 
strength rating of the strongest parent (a complete listing of strength ratings is included in the Monster Data section of this guide). The third choice 
(determined by the chart) is the monster with a strength rating at least one greater than the strength of the lower strength parent. 


For example, putting a bag o' laughs (Material, strength 5) in the positive spot and a funghoul (Undead, strength 22) in the negative spot results in the 
following choices: 


spirnik (Material, strength 32) 


muddy hand (Undeath strength 29) 


bad egg (Material + and Undead - = Slime, strength S) 



Tracking Synthesis and Reaching Higher Levels 

m easy ,< keep track of which monster, arc the mult, ffiyntbesis ami which arc acquired in other ww. Synthesized monster* have a plus sign and a number 
next to their letter rank-. If two ,r. tew ted monsters am synthesized, then their offspring has a sj next to its rank. 

Each synthesis inching a creature with a member after its rank increases ibis number in its offspring. In synthesis involving a scouted monster and a 
synthesized monster, the scooted monster counts as si. If both parents arc synthesized monsters, than their offsprings rank will be the mm of their rant modifiers. 
For pxjj mfh, synth&sk&e a D+2 and an and tfeetr offspring is +5, 

mjv ■« this number rmportan/t It has to do with level caps. Monsters with any value from 0ta4 can reach only level 59, -while monsters -with values ranging 
from 5 to 9 are able to reach level 75. Any monsters with mahut 10 or higher can go alt the -way to leva 100! 


Parents impact their offspring in two additional ways. First, most of the Skills available to the new monster are passed down from its parents (more on 
that in Step 3). Second, the new monster’s stats (HP, MP, attack, defence, agility, and wisdom) are equal to the sum of the stats of its parents, then 
divided by four (any fractions are lost). Even though all synthesized monsters start a! level 1, they're often more powerful than wild monsters that are a 
few levels higher. Don't be in a hurry to synthesize monsters just because they hit level 10! 

STEP 2 

SELECT SYNTHESIS RESULT 


With Step 1 out of the way, now it's time to consider 
synthesis result options. Press up and down on the 
r control pad to preview the potential new monsters. 

If a monster is new, the word NEW appears near the 
monster's name. If a letter appears next to a monster's 
name, it means that the creature is a higher rank than 
either of its parents, The top window shows the Skills 
inherent to the monster and its Traits. Unlike everything 
else in synthesis, the parents have nc impact on their 
offspring's Traits, as Traits are determined solely by the 
created monster. 
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Positive or Negativei 

A synthesized mmsfers charge is determined mnd&mfy until certain items are 
found. Positive and negative have an equal 47% chance ofoiarrrinp while 
onh 6% of monsters are neutral 

Charge can be cm fry (fed through the me of two items,, the Plus fa tptre a fid the 
Minus sceptre. Equip either one of these items on the parents before synthesis, 
ami the charge oftheir offspring is determined. 


Inheriting Points 

Before any monster is used in synthesis, check to see if if is about to hit a level 
where it cams additional Skill Points. Why? Parents pass dtwii more then 
just a list of Skills to their of spring. 

One-half (rounded down) of the total points the parents hud allocated to a 
chosen Skill transfer to the new monster, Donl worry about keeping track of 
this; the Points column on the Select Skills screen does this autpm&ttca/ly. 


STEP 3 

SKILLS SELECTION 

The number of Skills allowed to assign to the new monster depends on the 
monster's size. Small monsters get three Skills, medium monsters get four 
Skills, and large monsters get five Skills. The Skills made available during 
synthesis are determined in three different ways. 

1. The choices appearing at the top of the list are the Skills inherent to the 
synthesized creature, 

2. The Skills with + next to them are the Skills from the parent in the positive 
slot. The Skills with - next to them are the Skills from the parent In the 
negative slot If both parents have the same Skill , it shows up with both 

a + and - next to It. 

3. Additional choices are available due to the parents meeting 
certain conditions. 


to*i6*tf isn l shown on the icremi is unoUocottdpoints. Any uwdkaiicdpoints 
ars passed down at the rate ofone for every Jim r points the promts had between 
them. Obv&nfsfyt *1 J more efficient to allocate the points to Skills before: synthesis, 
but ifthe res only one Skid you want to pass ahttgvm synthesis, then therdsno 
reason to waste the penult on the monsters other Skills. 

THE FINAL STEPS 

NAMING AND ASSIGNING THE NEW MONSTER 

There’s not much to these steps, but they still mu$1 be completed before 
ending synthesis. Give the new monster a name, then assign it to either the 
active party or the reserves, or send it to the monster pen. Now those are 
ail the tools needed to build a powerful fighting force! There's nothing else 
to synthesis, right? Well, not exactly... 


Rank:' 0+ 3 


Nev Monster Status 


The Skills section of the 
guide includes details 
on unlocking specific 
Skills, but generally, 
they’re unlocked in one 
of two ways. The first 
way involves Skills that 
have tiers to them, such 
as Fire/Fire 11/Fire ML 
The parents involved in 
the synthesis must have 
allocated the maximum 
number of points for a 
Skill between them to 
unlock the next higher 
Skill. If one parent has 
50 points in Fire (the 
maximum number of 
joints in Fire), then Fire 
: becomes unlocked, 

f one parent has 30 points in Fire and the other has 20 points in Fire, 
then Fire II becomes unlocked. Unlocking other Skills requires a minimum 
number of points spent in a few different Skills. In order to unlock 
explosion Slashes, the parents must have allocated 18 points in Boom 
Boxer, 17 points in Icemeister, and 12 points in White Knight. 
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SCOUTING BASICS 



SPECIAL SYNTHESIS 



Not all types of synthesis are created equal. While the same steps as normal synthesis are always followed, there are four different types of synthesis that 
kick in when the parents meet certain conditions. The Monster Data section of the guide provides details for each monster, hut the following is a quick 
overview of how each wori<s. 


SPECIAL SYNTHESIS 

AFFECTION SYNTHESIS 


SPECIAL SYNTHESIS 

FOUR-BODY SYNTHESIS 


Affection synthesis includes two monsters of the same type, but the special 
condition is their level. If, for example, a slime and a slime are synthesized, 
the result is another slime. However, if both slimes are at least level 20. 
then the result is a sJime X, 


In four-body synthesis, it’s the grandparents that matter. To synthesize a 
khalamari, the parents of its parents must be pairs of khalamari kids and 
king squids. How the khalamari kids and king squids are fused is irrelevant. 


SPECIAL SYNTHESIS 

LINEAGE SYNTHESIS 



Synthesis involving specific monsters may result in types of monsters 
unavailable through other means. Lineage synthesis can he either two 
specific monsters or the combination of one specific monster with any 
monster from a specific family. An example of the first type is the scissor 
beatle. The only way to synthesize a scissor beatle is to cross 
with a scorpion. An example of the second is scorpion, 
synthesize a scorpion is to combine a crab id with any 



Before jumping into four-body 
synthesis, both the Plus sceptre 
and Minus sceptre should be 
obtained. Having these items in 
possession results in a great deal 
less potential frustration and restarting 
the game due to synthesized monsters 
having the same chargel 

SPECIAL SYNTHESIS 

INCARNUS SYNTHESIS 

The final type of special synthesis deals with one specific family of 
monsters, the Incarnus. The Incamus are a subset of the ??? family and 
include the following monsters: wu!fspade r hawkhart, cluboom diamagon, 
wuffspade ace, hawkhartace. cfuboon ace, diamagon ace r Ace of Spades, 
and Wildcard. 

Incarnus synthesis is a similar to lineage synthesis, with a slight twist Its 
the rank of the second parent (the one that isn't Incarnus) that determines 
the final monster. 



With the sheer amount of creatures roaming about and the potential for improvement and 
customization offered by synthesis, it's clear there will be a lot of party development required. Each 
new generation of allies created by synthesis will start at Ivl again and requires leveling up to at least 
ivIO in order to be ready for more fusing. {And the more EXP, the better the synthesis result—^while 
it’s possible to synthesize as soon as a candidate is Ivl 0, that doesn't mean if $ the best idea to do it 
right away before higher stats and more skill points are earned with more leveling.) 

There are several ways to go about bringing new monsters up to snuff. The simplest is to just keep 
"lowbies" in the reserves. The substitute party doesn’t earn as much EXP as the main party that 
actually wins the fight, but the subs still earn way more than the monsters sulking back at the pen 
in the Albatross. By putting new monsters in the reserve party, they can be easily leveled to at least 
IvIO without the scout actually ever having to use them. Just keep the three best monsters in the 
active party, and use them against foes their own size as normal. 



To boost a single candidate more quickly, take a little risk and place the creators in the main party against much tougher foes. With two full-strength allies 
alongside the low-level monster, a defensive spell like Buff, and a little luck ; the little guy should gain a ton of levels in just a few fights. 
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TOTALLY METAL 


Very quickly, monsters become not-so-helpless. And if the low-level 
monsters are actually higher in rank than most of their predecessors (which 
is one of the main things a practitioner of synthesis should shoot for), then 
the new monsters won't have to make it all the way up to the level of the 
current main party in order to supplant them as the most powerful allies. 

These are just general approaches to easily gaining EXP for new 
generations. It's possible to do it much mors quickly... 


METAL MENAGERIE 

A metal ticket buys one entrance 
into the Metal Menagerie. ''Use" a 
metal ticket from the item inventory, 
then exit any region to travel to the 
world map screen. From here, the 
Metal Menagerie can be accessed as 
the"???" location. 


There is no sight in the wild lovelier than a metal monster. These peculiar 
creatures panic easily, and they are incredibly prone to flight—while 
roaming the wild, they will immediately run away if they sense the scout 
approaching. Even during battle, they may flee at any time, even as the 
first thing they do. They are also incredibly resilient, with huge defence and 

agility ratings making them capable 
of evading almost any incoming 
attacks, and they are totally 
immune to many forms of damage. 


Each time the scout visits a region, there are a few spots where metal 
monsters may show up, roaming in the wild. These spots are marked on 
the detailed maps of this guide. Once the scout encounters metal monsters 
in the wild, they won’t reappear until the scout leaves the region entirely, 
Approach metal monsters from behind to avoid scaring them away before 
battle even begins. 


The Metal Menagerie Is a rocky, 
otherwise nondescript valley that 
happens to be distinguished 
by a teeming abundance of 
metal monsters. 


By sneaking up on metal monsters 
here, you can fight and defeat 
metal slimes repeatedly in succession. Occasionally, metal slimes will he 
accompanied by a hunter mech, but this accompaniment can and should be 
ignored in favor of piling onto the metal slimes. 


Since the Metal Menagerie is populated almost entirely with metal slimes, 
a party can be tailored specifically to metal mashing. Everyone should have 

metal weapons at a minimum. 
Multi-hitting monsters using metal 
weapons, like swarmtroopers, can 
more or less guarantee knockouts 
against metal slimes. 


Metal monsters will also rarely 
appear alongside other monsters 
encountered in the wild. 


While metal monsters are 
extremely defensive and evasive, 
some weapons and abilities are 
anti-metal and assured of dealing 
damage against metal monsters. When hunting metal monsters, packing 
anti-metal weapons like the obsidian sword is essential. 


Eventually, thanks to metal tickets received from blue treasure chests (and 
in a few other places), it’s possible to fight metal monsters much more 
deliberately, in a kind of EXP minigame. 


Exactly when the slimes will run out during a visit is w deiy *aria&ie 
Essentially, just try to fight as many slimes as quick y as possible, and 
make the most of the battles. 


Eventually, alter cnapter 9, liquid metal slimes will always show up in the 
Metal Menagerie, making metal tickets and thus Menagerie visits ever 
more valuable. By now. the Vanish Scouting Skill assures that slimes 
can always be snuck up on 
successfully, without scaring off 
metal monsters. Even with Vanish 
up, be sure to initiate combat 
by approaching from behind-— 
surprise attacks are never more 
valuable than when they are 
used against a group of liquid 
metal slimesl 


Still, metal monsters have really 
low HP, so if they can be hit, they 
can be defeated rather easily. And 
they give so much EXP1 These 
giving roughly 10 times more EXP 


The Metal Menagerie runs on an 
invisible timer. Notices will appear 
to inform the scout when the metal 
slime well is close to running dry, 
and again to update that all metai 
slimes have scrammed. At that 
point, the scout is automatically 
returned to the world map. and 
the Metal Menagerie is agar 
inaccessible (at least until aoore r 
metal ticket is used'). 


metal creatures are like EXP pinatas, 
than they should for their level. 
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THE ALBHTROSS 



The Monster Seoul Challenge is a tournament that attracts competitive monster scouts from all over the world. Your character, the hero 
scouL begins his joumy hiding in a wooden cargo crate, which sits waiting to be loaded into a nearby airship that is bound tor the arena , 


Although the crate is useful tor trilling 
from humus, man# mdnsf&rs fairs 
finer powers of perception mn people. 


When the is deer, press any 
button to shake the fid off the crate 
















































WILD MONSTERS 
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The scout is discovered! The captain elects to introduce the fresh fish as a 
journeyman into the ship’s crew, instead of just pitching the transgressor 
overboard. Quite generous, especially from a man named Rex Mayday. 

The first order from 
the captain: the scout 
must greet everyone 
formally. This process 
also doubles as a tour 
of the vessel and its 
accommodations. 




Beknv (fecks, Archie Legs waits in the 
ca rgo hold 


Rtiif Bellows labors in the engine room . 


After the hero lias met with everyone and returned to Captain Mayday to 
report, a commotion arises from the passenger's quarters. The captain 
wants it checked out. 



All in Due Time 

'fh? rmown cheats aboard fht Aiks trass arc all faded initially. As the story 
progresses, each chest cvenruaily becomes tmlodtcd 



Eugene Foots, Lily Glider and Mefanw (as mil as the Countess) can be found in the 
passengers Quartets. 


The Countess is the first one alarmed, but soon everyone realizes that 
something is amiss, as forces from outside build until the cabin starts 
shaking violently. Now is probably a good time to check and see how Rory 
is doing in the engine room... 



The turbulence causes the engine to 
start failing. Rory wilt do all he can, but 
the captain should he informed of the 
situation. 

The scout regains consciousness 
outside. This is the first chance to 
explore an open area. Treasure and 
materials can be gathered from the 
field, and the first Scout's Stone 
is here, 



There 's nothing anyone can do to keep 
the sform from knocking this bird out of 
ttffl sky. The A fUafms is going down f 
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The wreck of the Albatross lies on the north end of the area. The entrance 
hack into the Albatross is accessible either by climbing vines, or by learning 
Zoom from the Scout's Stone and (hen using it. 

























































Secrets of Old 

From the strange Scent i Sterne monoliths, fh-e intrepid scout can hunt special 
scout abilities. Thisfirst stone offers up Zoom, which allows instant travel 
back to previously 
visited regions 
from almost 
anywhere! 

For now, that 
just mentis the 
Albatross, but at 
leant it - r a start. 



The Albatross is mostly intact but abandoned. The only occupant left is a 
single monster in the monster pen. There's no one inside. Back outside. 
Rcrny Bellows is found again, just upon exiting the Albatross. He's safe and 
is thrilled to see a survivor. To make sure that the scout is a little better 
prepared, Rory lets out the last monster for the scout's use, and he unlocks 
his treasure chest in the engine room! 



Six monsters tun be seers in the monster pen before the wreck of the 
Albatross. /Ifter the crash , only one monster remains—this is the 
mom ter who soon joins the scout. Whenever a new game is started^ the 
remaining monster is randomly selected from these candidates; 


Phifiage 

(pfafypunk} 


Fang 

( # komodo) 


Jasper 

( -Hj dag o' toughs) 


( F capsiciWfrt) 


Don 't worry about only getting one of these six monsters atfirsts us 
its not a matter of missing out — no matter which monster is left at 
the beginning, each ofthe possible starting monsters can he acquired 
eventually through scouting m the -wild. 





CHAPTER 


£ 


Equip the cypress staff found in Ror/s treasure chest for s boost to attack power 
before the first bottfo 


Outside, Rory provides coaching and encouragement during the first 
attempts at fighting and scouting, The only baddies here are slimes—soft 
targets both literally and figuratively. And so cheerful looking! After adding 
a slime or two to the party and getting comfortable with combat, it's time to 
head deep into the jungle of Treepidatjgn. If Rory is all right maybe some 
of the other passengers made it too. The Monster Scout Challenge seems 
very far away at the moment. 


KNOW YOUR ROLE 

Tfie iconic, lowly slime is the first monster available 
to both tight anti scout. As a slime levels up, it , 
can learn to Heal other monsters in the party. J 
Its defence and HP can also be increased, H 

making the slime a great companion for " 

keeping the party healthy anti Jor staying alive 
while doing so. As monsters level up and diversify 
in their abilities and strengths, consider what they bring to the table in 
a party and what particular roles they fill. Is a monster best suited tor 
dealing damage, supporting the party with buffing magic, or debilitating 
enemies with enfeebling abilities? Keep this in mind when equipping 
items, too. it a monster won't be directly attacking very often, it can 
stilt benefit from a weapon that provides stat boosts or other beneficial 
properties beyond just increasing raw damage. Likewise, give the 
attackers the weapons with the best attack rating and the best bonuses 
to direct damage. Assembling parties of monsters that can complement 
each other results in much more consistent success than simply 
throwing any three monsters together at a time. 





iii!« 


The passenger's ffuarters of the Albatross contain several automated 
machines designed tv pro vide supplies and aid to the monster scout . 
These devices include an ATM, the Item Vendor, and a machine 


purts deposit boA. They aren't accessible initially, but they becom< 
available not too far along hi the adventure. 



















The ATM allow theforward-thinking scant to sock his coin away at the hank where it's safefrom peril. Ifall the scout > monsters get knocked out in the 
ftU^t^yauenpHmtmtHtusmta tfeinside tb*\ 0 *irta h>r it/fof*es tauts gold onhand will he gone! flank surplus gold in 
losing money needlessly when outmatched hi the field. 



Once operational, the Item Vendor stocks lots of useful merchandise Acquire machine parts and deposit them in the receptacle adjacent to the Item Vendor t 
improve the quality of items available. 

WHEN THE ITEM VENDOR IS FIRST ACCESSIBLE AVAILABLE AFTER DEPOSITING 11 MACHINE PARTS 


j medicinal herb 


ij antidotal herb 


[cupper sword 


I iron lance 


oaken club 


1 lather whip 


# stone claws_ 

^cypress staff 


Restores 30 HP to a single ally. 


Cures a single ally of uhe effects pt poison. 


Attack+10 


Attack + 9/ Rat tier effective against slimes (f.QSx damage). 


Attack +7 


Attack+3 / ncreases defence. 


Attack +4 / Deals damage la alt enemies. 


Attack +57 Increases agility by 8. 


Attack +4 J IncrfiRses wisdom by IQ. 


AVAILABLE AFTER DEPOSITING 1 MACHINE PART 


$ 


Insulade 


rapier 


Increases pne ally's resistanceto fire and ice breath attacks. 


Attack *1S / Rather effective against dragunsfl.05* damage). 


AVAILABLE AFTER DEPOSIT!MG 7MACHINE PARTS 


10 


270 


310 


ISO 


120 


3-80 


200 


ISO 


350 


640 


ppm 

DESCRIPTION 

PRICE 

strong medicine 

Restores 50 HP tn a single ally. 

50 

c5 Positive Puller 

Lures © mo outers into battle. The effect wears off after the 
battle. 

1 SOD 

Tffir?, Negative 

Lures O monsters into battle The effect wears off after the 
battle 

1650 

'A, lurrtoo Iftsulade 

increases all allies' resistance to tire and ice breath attacks, 

1050 

C St^ti 
^ broadsword 

Attack +30 / An ordinary steel sword. 

2000 

$ sacred wear 

Affacf. -2:' Rather effective against demons (1 .d£x damage}. 

920 

^ run 

Attack t-22 

990 

ran dammar 

Attack -24 increases defence fav 6. 

1540 

^ tiCrn v-'hip 

Attack -14 D eals dsmagt to all enem ies 

MOO 

$ iitetaJ claws 

Attach * i 5 Highly Likely to land a hit against metal monsters. 

increases agility by 24 

1650 


NAME 

otscRipraoff 

PRICE 


moonwort bufb 

Cures a single ally of the effects of paralysis. 

30 

'y 

smelling salts 

Cures a single ally of the effects of sleep and confusion. 

80 

% 

divine dagger 

Attack +13 / Rather effective against the undead (1.05k damage}. 

530 

£ 

pitchfork 

Attack +16 / Rather effective against naturalists (1.05x damage). 
Makes critical hits easier lo land 

780 


woodcutter'^ 

axe 

Attack +14 / Rather effective against beasts and naturalisfs 
(1.05 k damage), 

656 

P> 

sludge hammer 

Attack +1 2 /Rather effective against materialists and slimes 
(l.lx damage} 

400 

# 

battle whip 

Attack+10/ Deal s damn g e to a II ene m ies. 

630 

#■ 

iron claws 

Attack +11 / Increases agility by 10 

500 

AVAILABLE AFTER DEPOSITING 4 MACHINE PARTS 

NAME 

DESCRIPTION 

PRICE 1 

* 

wizard’s penny j 

Increases one ally’s resistance to magic. 

310 1 


NAME 

DESCRIPTION: 

PAIGE 

<5 

antimagic 

poxvder 

Enchanted dust used to seal an enemy's magic. 

100 

a 

Oomph powder 

Greatly Increases the attack power of a single ally for 2 to 5 turns. 

900 

.4 

Sag powder 

Greatly decreases the attack of a single enemy lor 2 to- 5 turns. 

900 

a 

mistake 

medicine 

Inflicts a stains ailmeni nn a single foe. 

600 


zombiesbane 

Attack +36 / Rather effective against the undean (it* carnage). 

3850 

£ 

partisan 

Attack +23/ Rather effective against material-sts (1.Q5x damage). 

2300 

<* 

woodsman’s 

axe 

Attack +32 S Rather effective against beasts and naturalists 
(1.lx damage). 

2150 

ST 

war hammer 

Attack +31 (Occasionally crushes toes in a single blow. 

5200 

a 

suakeskto whip 

Attack +?0 i Deals damage to all enemies. 

1300 

* 

sacred claws 

Attack +25 / Effective against demons (1.15x damage). Increases 
agility by IS. 

2500 


rung staff 

Attack +12 / Increases wisdom by 22. 

589 


AVAILABLE AFTER DEPOSITING 16 MACHINE PARTS 


NAME 

PtSCflfPTIDN 

PRICE 

a 

special 

medicine 

Restores 120 HP to a singly ally, 

250 

3 

Yggdrasll leaf 

A mystical leaf that resurrects a single fallen ally, 

1500 

& 

Sap-perin* 

Greatly decreases the defence of a single enemy for 4 tc 7 turns. 

&DG 

S 

Deceleratonfe 

Greatly decreases the agility of a stogie enemy fur 4 to 7 turns. 

900 

& 

Dimium 

Greatly decreases the wisdom of a stogie enemy for 4 to 7 turns. 

900 

% 

dragonsbane 

Attack +41 / Rattier effective against dragons (11 k damage). 

4700 


AVAILABLE AFTER DEPOSITING 23 MACHINE PARTS 


NAME 

DESCRIPTION 

PRICE 

O Buffering 

Gready increases the defence of a single ally for 4 to 7 turns. 

900 

: <5k| AccateratamG 

Greatly increases the agility of a single ally for 4 to 7 turns 

900 

'<§ Pingium 

Greatly increases the wisdom of a single ally lor 4 to 7 turns. 

KN) 

i obsidian sword 

Attack +43/ Highly likely to land a hrE against metal monsters. 

7000 

| holy lance 

Attack -3-4/ Rather effective against the undead [1,05x damage}. 

2850 

yj headsman's axe 

Attack -39 / Makes critical hits easier to land. 

4200 

mfracla malJef 

Attack +37 /Restores some of the wi elder's HP. 

5306 

$• sidewinder 

Attack +30 / Deals damage to all enemies 

2 m 

# razorciaws 

Attack +33 / increases agility by 24. 

3100 

crystal staff 

Attack +34 i Increases wisdom by 33. 

3600 
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WALKTHROUGH 


WILD MONSTERS 



LOCATION TABLE—CLEAR DAY 


*■* 

MONSTER NAME 

| AREA 1 

| AREA 2 

AREA 3 

i AREA 4 

AREA 5 

AREA 6 

! AREA 7 

AREAS 

AREAS 

AREA IP 

AREA 11 



1 SLIME 

1 »&D 


% 

- 


— 

— 

— 

— 


— 

_ 


SWARMTROOPERS 

- 

- 

~ 

- 

- 

D 

- 


— 


— 

— 

6 

CRACKY 

- 

- 

D 


D 

• 

D 

- 

D 

D 

© 

— 

12 

MUD MANNEQUIN 

- 

- 

- 

&o 

- 

- 

- 

— 

— 

— 

— 

— 

13 

LIPS 

- 

- 

- 



€>*D 

- 

— 

— 

— 

© 

D 

14 

STUMP CHUMP 

C &D 

• 


- 

- 

- 

c 4D 

D 

— 

— 

— 

— 

17 

SCISSOR 8EATLE 

- 

- 

- 

- 

- 

- 

- 

©*D 

— 

— 


— 

22 

FUN GHOUL 

— 

— 


- 

-■ 

- 

- 

- 

- 

&D 

— 

— 

25 

HELLHOHNET 

- 

- 

- 

- 

- 

- 

• 



— 

— 

— 

2S 

CONKLAVE 

- 

— 

— 

—- 

- 

- 

- 

- 

— 

- 

— 

— 

29 

MUDDY HAND 

- 


- 

OaD 

- 

- 


— 

— 

— 

— 

D 

31 

mental PITCHER 

- 

- 

- 

- 

— 

- 

- 

- 

- 

- 

— 

— 

37 

GREAT SABRECUB 

- 


© 

- 

D 

- 

m 

— 


— 

— 

— 


CHEEKY TIKI 

D 

- 

- 

— j 

- 

- 

— 

- 

- 

— 

— 

— 

40 

HEEDOOVOODOO 

- 

- 

- 

— 

m 


— 

- 


m 

— 

— 

47 

FROGFACE 

- 

- 

- 

- 


- 

— 

- 

— 


— 


54 

HEADHUNTER 

- 

D 

- 

- 

- 

- 

D 

- 

- 

— 

— 

— 

m 

GREAT SAB RE CAT 

- 

D 

• 

- 

- 


— 


— 

- 

— 

— 


BOSS TROLL 

- 

- | 

- 

- 

- 

- 

— | 

— 

— 

ft 

— 

— 


MEDDLE SLIME 

0 

- 

- 

- 

- 

- 

Cai 

- 

- 

- 

- 

- 


LOCATION TA8LE—RAINING 



j MONSTER NAME 

i 

SLIME 

D 

SWARMTRQOPERS 

fi 

DRACKY 



12 

MUD MANNEQUIN 

13 

LIPS 

14 

STUMP CHUMP 

17 

SCISSOR BEATLE 

22 

FUNGHQUL 

25 

HELL HORNET 

28 

OONKLAVE 

23 

MUDDY HAND 

31 

MENTAL PITCHER 

' 37 

GREAT SABRECUB 

39 

CHEEKY TIKI 

4D 

KEEDQDYQOOOO 

47 

FROGFACE 

54 

HEADHUNTER 

126 

GREAT SABRECAT 

169 

BOSS TROLL 

SO 

MEDDLE SLIME 


H 12 i 13 


E> 

— 

& 

- 

1 

ft 

D 

—.< 

ft 

— 

— 

— 

— 

- 

- 

- 

• 

- 

- 

- 

- 

- 

— 

— 

— 

— 

©a D 

- 

OaD 

ft&D 

- 

— 


© 

— 

D 

— 

— 

— 


m 

- 

- 

- 

— 

— 

- 

- 

- 

— 

— 

m 

- 

- 

- 

- 

- 

- 

— 

D 

- 

- 

— 

— 

— 


- 

0 

- 

O&D 

CHD 

- 

— 

©aD 

C &D 

— 

- 

m 

- 

— 

- 

- 

- 

- 

- 

— 

- 

— 

— 

— 

~ 

- 

- 


1 

- 

- 


D 

— 

- 

- 

— 

ft&D 

- 

- 

- 

ft&D 

- 

- 

- 

- 

— 

— 

— 

— 

— 

- 


ft 

— 

OaD 

- 

o&d 

- 

CHD 

— 

— 

— 

— 

— 

0 

- 

- 

- 

- 

- 

© 

- 

— 

— 

— 

— 

- 

- 

- 

- 

- 

- 

to 

— 

- 

— 

— 

— 

D 

- 

- 


- 

- 

- 

- 

- 

— 

— 

— 

— 

m 

aD 

O&D 

C &Q 

O&D 

OaD 

“ 

OaD 

CHD 

OaD 

C *D 

— 

— 

OaD 

- 

D 

D 


- 


- 


- 

- 

— 

— 

& 

- 

- 

to 

- 

- 

- 

- 

© 

- 

— 

— 

— 

— 

- 

- 

- 

- 

- 


- 



- 

- 

— 

ft 

• 

- 

- 

- 

- 

D 

- 

- 

- 

— 

- 

- 

m 


28 













CHAPTER 


MONSTERS 


SLIME 


. SWARMTflOOPEftS 


F 6 




DRACKY 


12 

MUD MANNEQUIN 

F 

a i 

13 

♦ 

UPS 

F 

i 

14 

■* 9 Vr- 

stump chump 

F 

© 2 

17 

at 

SCISSOR BEATLE 

F 

© A 

22 

§ 

FUN&HQUL 

F 

@ 2 

25 

$ 

HELL HORNET 

F 

® 3 

28 


CONKLAYE 

F 

^ 2 

29 

A 

muddy HAND 

F 

< 3 > t 

31 

i«# 

MENTAL PITCHER. 

F 

© 5 



AGIL. 

IMS 

EXP 

• 

GOLD 

SCOUT 

SPELLS & ABILITIES 

TREASURE 

SKILLS 

5 

10 

12 

3 1 

999 

- 

medicinal herb 

120 STimar 

1 Su Agility Boost 

Frizz Ward 

7 

14 

2 

15 

2 

WWW 


rnoonwort bulb 

34 Woosh & Zap 

1 BO Agility Boost 

136 Frizz Ward 

9 

20 

22 

10 

4 

999 

- 

monster manure 

76 Dark Knight 

180 Agility Sods! 

210 Sap Ward 

7 

25 

IS 

16 

12 

999 

Weird Dance 

Sultry Dance 

magic elixir 
>eed of magic (rare) 

107 Dancer 

163 Wisdom Boost 

204 Ban Dance Ward 

4 

19 

11 

IB 

15 

99% 

Fite 

Tongue Lashing 

cypress staff 

94 Hypnotist 

183 Wisdom Boost 

206 Inaction Ward 

9 

12 

13 

8 

5 

999 

- 

medicinal herb 

126 Green Finger 

177 Defence Boost 

168 Woosh Ward 

34 

29 

14 

33 

7 

99V 

Double Up 

Snooze 

seed or defence 

127 Hive Wind 

177 Defence Boost 

186 Frizz Ward 

8 

13 

18 

24 

9 

99V 

Sweet Breath 

Poison Breath 

antidotal herb 

lleeing from large monster; 

antimagic powder (rare) 

122 Sraveheart 

183 Wisdom Boost 

189 Crack Ward 

9 

30 

12 

27 

13 

999 

- 

moonwort bulb 

93 DimifilEhar 

160 Agility Boost 

206 Sleep Ward 

17 

14 

10 

22 

7 

99% 

Dragon Slash 

medicinal herb 
copper sword (rare) 

4 Frizz $ Woosh 

183 Wisdom Boost 

187 Bang Ward 

10 

15 

12 

fl 

2 

999 

- 

medicinal herb 
fleeing from large monster: 
seed of life (rare) 

128 Materialist 

183 Wisdom Boost 

200 Poison Guard 




5 64 & 36 19 1& 4 53 27 Dazzle 


GREAT SABRECUB E @ 5 40 7 42 14 76 32 39 22 


Mercurial Thrust 
Sandstorm 


CHEEKY TIKI 


4 30 8 24 33 20 35 30 6 |fl‘ Ka$ap 


seed os wisdom 


stone claws 

fleeing from large monster: 
antidotal herb 
strong medicine 


medicinal herb 


13 Frizz A Sizz 
183 Wisdom Boost 
t92 Sizz Ward 

121 Naturalist 
1 SO AgMity Boost 
201 Drain Magic Ward 

113 Trickster 
177 Defence Boost 
207 Paralysis Ward 


40 

% 

HEEDOOVQODQO 

E 


47 

4 

FROG FACE 

E 


54 

# 

HEADHUNTER 

E 


126 


GREAT SABRECAT 

C 


189 

MS 

BOSS TROLL 

B 


90 

-# 

MEDDLE SLIME 

- 

6 


6 36 


5 37 

6 65 


18 156 


20 744 


1 2 


15 

10 

7 

15 

23 

128 


44 

20 

45 

48 

44 

33 

99V 

Frizz 

Poisonous Touch 
Sultry Dance 

slrong medicine 
fleeing from large monster: 
cypress staff 
rune staff (.rare) 

11S M'ma 

183 Wisdom Boost 
190 Zap Ward 

38 

30 

21 

22 

32 

13 

99V 

Poison Breath 

antidote i herb 
"Positive Pullflr" (rare] 

77 Hearer 

177 Defence Boost 
IBS FnjiWard 

52 

29 

5 

36 

&D 

17 

99 

Demon Demeaner 
Double Up 

stone axe 

iron axe i rare: 

110 Berserker 

174 Attack Boost 

209 Sag Ward 

125 

85 

166 

31 

420 

115 

9 

Mercurial Thrust 

War Cry 

Fran claws 

fleeing from le*ge monster: 
medicinal nerb 
seed of agility i,race;* 

82 Speedster 

130 Agility Boo&l 

198 Whack Ward 

242 

52 

90 

12 

1035 

2D 

V 

Psyche Up 

oaken club 

Brawn Over Brains (rare) 

89 Anti-Drag on 

174 Attack Boost 

212 Dim Ward 









seed of agility 
seed of defence (rare) 

120 Slimer 

11 

500 

128 

50 

231 

5 

V 

Frizz 

fleeing from large monster: 
medicinal herb 

180 Agility Boos! 

211 Decelerate Ward 


seed of agility {rare) 


29 












raim© 


OBJECTIVE 


Follow Rory and search lor other survivors. 



AREAS 


QUEST FOR - 
HEARTOF MUD 


1ST TIME: SEED OF STRENGTH 
2ND AND ON. MEDICINAL HERE 


AREA 3 


MEDICINAL HERB 


PATHWAY ACCESSIBLE 
AFTER FIRST RETURNING 
HERE FROM AREA 07 


FIRST INSTANCE' 
MEDICINAL HERS 


MEDICINAL HERB 


MARKET 


TREEPIDATION IN DETAIL 


Healing Stones 

Certain peculiar stone monuments, marked on the map with a medical 
(toss, can revive and heal all monsters in the party, ]T best objects cun only he 
used once per v isit, amt after they are expended, the hailing stones become 
inactive until the scout returns to the Albatross. Herr, use the healing crone 
to return to full strength after using the local rcmlcUife t» level up some ffe&hfa 
acquired monsters. 


AREA 2 


* TO AREAS 


< > 


TO AREA 7 


TO AREA 10 


MEDICINAL HERB 


AREA 4 


0 

Leaf noefe 

! # 

Healing stone 

m 

Blue chest 

□ 

Cl ear skies 


Raining 


* 

TO AREA 6 


AREAT 











































THE LUMBERING WORMONGER 


Some monsters timaw hastity into the ground to 
hide from large monsters < leaving behind holes that 
bad underground. Fall underground through a hole 
id area 03 to snatch a copper sword from area 06 ! 


Sotiw monsters will drop bags of toot when they 
dee from large monsters. 


The warmonger slithers its hulk through the wilds 
at Treepidalm. All matures cower in fm when 
itii wotmnqerisfflthoarea. 


Treepidation, tt quickly becomes apparent that there are monsters tar outside the scouting anti combat capabilities of 


While searching in 

a rookie monster scout. The enormous snake-like wormonger that roams here is the obvious example, but the lumbering boss troll farther 
along in the region is also a reminder to be humble. Sleer clear of Ihreats that are far too strong lor now. There will be ample time later to 
take on some of these heavier challenges. 


Here, our hero experiences the first taste of combat and scouting against 
monsters that aren't just perpetually gleeful blue slimes, More monsters 
to fight naturally 
means more 
monsters to scout, 
so make your party 
more -formidable by 
collecting specimens 
found in the jungle. 



Upon entering area 02, our hero encounters the wormonger for the first 
time. Maturally, it behooves the cautious monster scout to give this titan a 
wide berth tor the time being. 



The ladder at the north end of area 04 is blocked by a mud mannequin that 
has wasted away, missing his heart of mud. The muddy hands in the area 
have snatched his heart of mud r and they’ll only drop it in the toot sacks 
they sometimes leave behind in fright as the wormonger passes through. 

Retrieve the heart of 
mud from one of the 
sacks and return it to 
its rightful owner to 
proceed. 


Arrive at area 05 ; and events unfold that force a return to the Albatross. 
Archie Logg was found in the woods safe and sound, but the cost was 
steep—Rory has been swallowed by the huge beast! 




































Nighttime has fallen around the Albatross.and the forest Monsters and 
treasure vary depending on the time of day as well as the weather. The 
weather may change as areas are revisited, and often, certain areas, 
treasure, and monsters are only found in certain conditions. 

Return to area OB to enter the underground area 06. Following along this 
path eventually leads to area 10, where the boss troll saunters along a 
waterfall path. Sneak around behind him to the cave beyond and look for 
the warmonger sleeping soundly... 



Take a moment vMe sneaking ammd the boss trail to activate the that Zip Portal 
here. Beni worry that Zip ten T actually usable yet , That issue te remedied in the 



BOSS TROLL 
(STEER CLEAR!) 


TO AREA 11 4 


TO AREAS 


ZiP PORTAL 


1STTIME: SEED OF SKILL 
2ND: MEDICINAL HERB 


LOG ALLOWS PASSAGE 
DURING RAINSTORMS 


(WIGHT) 


{NIGHT) 


STONE CLAWS 


COPPER 

SWORD 


MEDICINAL 
HERB j 


1ST TIME-SEED OF LIFE 
2ND TIME MEDICINAL HERB 


AREA7 


MEDICINAL 

HERB 


TO AREA 01 

(PATH WILL BE OPENED UPON FIRST - 
TRAVELING TO AREA 01 FROM AREA 07) 


MEDICINAL HERB 


MAP KEV 

0 

Leal node 

a 

Mineral node 

* 

Healing &tona 

• 

Seoul stone 

ffi; 

Zip portal 

(it 

Me&l Slime 

m 

Bl ue chest 

□ 

Red diref 


Clear sktes 

s 

Raining 


Bad weather 
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The Scout’s Stone that teaches Zip is found in area 11. Zoom allows a 
monster scout to warp between previously visited areas, while Zip allows 
transport to the previously activated Zip Portal in a given region. For 
example, using Zip in Trepidation whisks the intrepid scout to area 10, if 
that Zip Portal is active. 




MONSTER FAMILY' 


The ti rst boss m q nste r attacks 

Inside the wormonger? These 

monsters are like Russian nesting 

dolls. By now, the active party and the 

substitute party should both contain three healthy 

monsters tor a total ot six possible allies lor 

the fight. Thanks to a special trait, the heyedra 


strikes more than once per single attack, so keep a close eye on allied 


monster HP, Use items like medicinal herbs and spells like Heal to keep 


monsters in tip-lop shape, and. dole out damage to the hyper heyedra 


whenever possible. 


HP 

MP 

ATT 

m 

AGIL. 

IMS. 

exp 


SCOUT | 

!i£ J 

12 

| 46 

| 30 

r 

28 

[ 320 

| 200 | 

- 


Hit Squad, Zam r Shade Slash 
' ,v-:i • antidotal herb 


LVIO 


Find the warmonger's maw In area 11, and plunge right into the belly of the 
beast, Area 12 Is inside the large monster. Proceed forward far enough, and 
an odd occupant of the warmonger's digestive tract soon takes notice. 



After defeating the hyper heyedra, it’s time to return to the Albatross. Archie 
is quite grateful for the assist in saving Rory, and he shows his gratitude 
by unlocking his treasure chest in the cargo hold. Inside Archie's chest 
are machine parts, which can be deposited into the receptacle adjacent to 
the Item Vendor to improve its wares. The more machine parts deposited, 
the better the items the hero gains access to! And speaking of the Item 
Vendor, it's operational now—Rory repaired it. The Item Vendor contains 


weapons stronger than whatever 



the monsters have equipped so far, 

► 1 nuddy ha 


so consider spending some gold 

m 


on worthwhile monster weapon 

*=* iunny 

**n^iMnn - 

upgrades before moving on to the 



next area: Doubt back. 


*rf-t 1 1 hoi 


X 

«■ rftcvY. 


m 



S3 


miKTHROUG 

























Alter the hero is finished rescuing Archie and Rory from Treepidation. the way to Doubtback is open. In these sprawling, open plains, 
the search continues lor other lost companions. Remember to check the Item Vendor for weapon upgrades for the choicest monsters. 
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WILD MONSTERS 



LOCATION TABLE—CLEAR SKIES 



mmw name 

AREA 1 

AREA? 

AREA 3 

AREA 4 

AREA 5 

AREA £ 

AREA 7 

AREA B 

1 

KOMODO 

— 


— 

• 

© 

« 

• 

- 

— 

PLATYPUNK 

&D 

D 

D 

# 

€HD 

- 

©&D 



DRACKY 

D 

— 

® 

E> 

D 

D D 

- 

- 

GHOST 

D 

© 

— 

D 

D 

D 

D 

MJ 

- 

MISCHIEVOUS MOLE 

& 

• &D 

&D 

D 

- 

— 

— 

- 

- 

SATYR 

a 

— 

- 

- 

- 

&D 

- 

- 

- 

HEALSLIME 

— 

— 

$D 

D 

- 

- 

- 

— 


SPITNIK 

— 

© 


— 

— 

• 

— 

- 

—- 

WEAKEN BEAKQN 

— 

— 

- 


•&» 

- 

0 


- 

DROHL DRONE 

— 

— 

- 

- 

- 

- 

- 

— 

- 

CHIMAERA 

• 

— 

— 

© 

• 

© 

© 

- 

- 

ROCKBOMB 

— 

- 

— 


- 

- 

- 


- 

WILD BOAflflSH 

— 

— 

- 

- 

- 

- 

- 

- 

- 

HADES CONDOR 

— 

— 

- 

- 

© 

- 

- 

- 

— 

GREAT DRACKY 

— 

— 

© 

- 

- 

- 

- 

- 

- 

MEDDLE SLIME 

• 

®&D 

1 

— 

- 

- 

- 

- 

- 


LOCATION TABLE—BAD WEATHER 


* 

MONSTER NAME 

AfitA 1 

AREA 2 

AREA 3 

AREA 4 

AREAS 

c 

uy 

s 

AREA 1 

AREAS 

AREA? 

z 

KOMODO 

— 

— 

- 

- 

— 

- 

- 

- 

- 

4 

PLATYPUNK 

© 

&D 

© 

0 

© 

- 

- 

- 

- 

G 

DRACKY 

— 

— 

• 


— 

— 

- 

- 

— 

7 

GHOST 

D 

D 

D 

D 

D 

D 

D 

- 

— 

fl 

MISCHIEVOUS MOLE 

© 



- 

- 

- 

- 

- 

- 

19 

SATYR 

— 

- 

- 

- 

- 


- 

— 

- 

3D 

HEALS LI ME 

— 

— 

• &D 

&D 

mm 

©&D 

©a[) 

- 

- 

32 

SPITNIK 

— 

— 

— 

- 

- 

— 

— 

— 

- 

38 

WEAKEN BEAKQN 

— 

— 

— 

— 

— 

- 

- 

- 

- 


DROHL DRONE 

&D 

• 

0 

■3*D 

0 &D 

®&D 

mm 

m 
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44 

, CHIMAERA 

— 

— 


- 

- 

- 

— 

- 

— 

4fi 

RQCKBOMB 

— 

- 

- 

- 

— 



C&D 

- 

33 

WILD BQARTISH 

D 

— 

D 

©sD 

m 

©*D 

iD 

— 

- 

119 

HADES CONDOR 

— 

— 

— 

— 

- 

- 


- 

- 

125 

GREAT DRACKY 

— 

— 

— 

— 

— 

- 

- 

- 

- 

90 

MEDDLE SLIME 

© 

— 

— 

- 

- 

- 


- 

— 
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WALKTHROUGH 



^, r ' 


MONSTERS 







& 


0 


4*#? 


V/ 

;W.'; 

129 


9D 

M 



RANK 

| FAMILY 

LV j HP 

IMP 

J 

, ATT. 

[def. 

agil. 

Iwts. 

j EXP COLD 

SCOUT 

| SPELLS & ABILITIES 

treasure 

SKILLS 

KQMOQO 

F 

0 

3 

42 

9. 

41 

20 

30 

14 

45 

25 

m 

— 

atone claws 

81 Defender 

174 Attack Boost 

203 Gobstopper Ward 

1 PLATVPUMK 

F 


5 

32 

6 

30 

15 

26 

14 

32 

16 

ww% 

- 

m«jlcliiaJ-tiert 

fleeing Iran large monster: 

seed of defence (rare) 

121 Naturalist 

177 Defence Boost 

136 Frizz Wand 

DRACKY 

F 

QflO 

4 

24 

3 

22 

25 

31 

25 

24 

11 

WWW 

- 

monster manure 

76 Dark Knight 

1BD Agility Boost 

191 2am Ward 

GHOST 

F 

p 

5 

M 

8 

34 

16 

27 

29 

26 

18 

ww* 

Fizz 

Tongue Lashing 

- 

122 Graveheari 

183 Wisdom Boost 

199 Dazzle Ward 

MISCHIEVOUS 

MOLE 

F 

❖ 

4 

28 

3 

26 

14 

22 

2fl 

24 

15 

wwv 

Psyche Dp 

stone axe 

99 Guerrilla 

174 Attack Boosl 

137 Bang Ward 

SATYR 

F 


9 

57 

17 

42 

40 

36 

28 

62 

18 

ww 

Snooze 

smelling sate 
magic elixir (rare) 
fleeing from large monster: 
monster manure 
bronze bii{rarej 

107 Dancer 

174 Attack Boost 

191 2am Ward 

HEALSLIME 

F 

6 

4 

fl 

16 

24 

16 

38 

45 

2B 

19 

WWW 

Heal 

medicinal herb 
fleeing from large monster: 
strong medicine 
special medicine (rare) 

77 Healer 

ISO Agility Boost 
m Woosh Ward 

SPIT NIK 

F 

a 

4 

52 

24 

46 

20 

30 

32 

60 

41 

ww 

Dazzleflash 

bronze hit 

1 Frizz & Bang 

177 Defence Boost 

189 Crack Ward 

WEAKEN BEAKQM 

E 


4 

39 

12 

36 

12 

33 

18 

42 

12 

ww* 

Sap 

seed of agility 

52 Sizz & Zip 

186 Agiliiy Boost 

188 Creek Ward 

OROHL DRONE 

E 


5 

24 

S 

£6 

14 

33 

22 

38 

13 

WWW 

Za.rn 

Shade Slash 

medicinal herb 
fleeing from large monster: 
antidotal hart 

Sag powder (rare) 

55 Sizz 8 Zam 

177 Defence Boost 

190 Zap Ward 

CHIMERA 

E 


5 

41 

5 

35 

23 

36 

44 

50 

30 

ww* 

Heal 

Sweet Breath 

monster manure 
panacea (rare) 

79 Cleanser 

177 Defence Boost 

207 Paralysis Wand 

ROCKBOMB 

E 

a 

4 

56 

17 

50 

56 

2 

31 

48 

22 

ww 

Psyche Up 

roGfebombshaflJ 

111 Martyr 

177 Defence Boost 

189 Crack Ward 

WILD eOARFISH 

E 


4 

39 

4 

35 

6 

16 

20 

42 

20 

ww% 

- 

moonworl bulb 

fleeing from large monster: 

Dimium 

amor seco essence (rare) 

101 Huntsman 

177 Defence Boost 

189 Crack Ward 

HADES CONDOR 

G 


a 

72 

17 

67 

43 

81 

14 

225 

144 

w 

Mercurial Thrust 

Heal 

medicinal herb 
fleeing from large monster; 

78 Cute-all 

1S3 Wisdom Boost 

196 fire Breath Ward 

GREAT CRACKY 

C 


25 

325 

55 

156 

IIS 

146 

283 

512 

132 

w 

Bang 

Crack 

monster manure 
seed of skill (rare) 

19 Bang 8 Crack 

130 Agility Boost 

191 Zam Ward 

MEDDLE SLIME 

- 

6 

1 

2 

129 

11 

500 

126 

5Q 

231 

5 

* 

Frizz 

seed of agility 

120 Slimer 

130 Agility BcosE 

211 Decelerate Ward 
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OBJECTIVE 


DOUBTBACK IN DETAIL 


L:a' n:xl" 


Mineral none 


Healing stone 


;= et:. 31 rni; 


Re-d chest 


(DAY) 


UK! V! 


Raining 


TO AREA 4 


LANCE 


The plains here are markedly difterent in layout, monsters, and treasure 
when the sky is pouring dawn rain versus when the skies are clear. 
Regardless of the weather, the forecast at night also calls for generous 
helpings of the missing lynx soaring overhead. Escape f rom the missing 
lynx by running out from under it, by ducking into a cave, or by hopping 
into a burrow left behind by a scared wild monster. Sn a pinch, you can 
even use Zoom (and Zip, once the Zip Portal is located) to elude the 
enormous beast. 


AREA 2 


Continue searching for lost friends, 


AREA 3 


4iliiil 


(DAY) 


AREA1 



WALK!* 












































THE MISSING LYNX 


Like the wormonger patrolling Treepidation, the missing lynx 
is a gigantic creature that acts as an overseer in Dcubtback. 

Whenever the missing lynx flies over a zone, the other monsters 
in the area scurry and flee, sometimes leaving behind sacks at 
loot or burrows to fall into. 

The missing lynx sleeps during the day in area 08. This area is 
blocked from access by a mole sentry until certain events occur 

/n the JceolatiOR region. /fatf out horn under We missing lynx os it swoops overhead to a void nnwinnabte 

battlesf Encounters with the missing lynx consistently end in having a master 
Like the boss troll and wormonger before it, the missing lynx is knocked out before Me overpowering missing lm leaves from disinterest. 

off-limits ior now, but it won’t lie insurmountably powerful forever... 



When encountering new monster species in 
an unfamiliar area, take care to scout some 
specimens and add them to the collection. It's 
alsc useful to rotate lower-level monsters into 
the active party rather than simply focusing 
all potential EXP efforts on just a handful of 
monsters, Getting just about any monster to at 
least Ivt 0 is extremely useful, just for synthesis 
alone, Punsters In the substitute party also gain 
EXP, but at a reduced rate from the active party. 
Level-ups within the active party also prompt 
skill point allocation automatically, whereas 
level-ups in the substitute party do not 



awe 



SHORELINE IN THE RAIN 
(CENTRAL LAND BRIDGE INACCESSIBLE) 


+ TO AREA 3 


MACHINE PARTS 
CFIRST TIME ONLY) 


AREA 4 


HADES 

CONDOR 

NEST 


AREA 8 


MAP KEY 

0 

Leaf node 

& 

Vlineial node 

# 

Healing stone 

n* 

Zip portal 

m 

Blue chest 

m 

Rett clnesl 

o 

Clear skies 

E3 

Raining 
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PASSAGE BLOCKED INITIALLY 


Area 04 and area 06 are much different when it's raining; more difficult 
monsters roam about and certain sections are flooded completely. Area 
05 becomes very important to the adventure, since this is where the hero 
finds an entrance to the underground den of the moles, located in an area 
to the southeast, In the north, a Hades condor can be found next In the 
vicinity of the nest, different items can be gathered each visit from a blue 
treasure chest, a leaf, and the nest itself. Depending on conditions, the 
Hades condor can be encountered swooping aggressively back and forth 
over its nest! 


At the end of area 07, 
the scout finds the cave 
leading to the den of 
the missing lynx at area 
OS. A mole is stationed 
here to caution scouts 
who aren’t ready to 
continue onward. As 
an alternative in the 
meantime, he directs 
scouts to the den of his 
mole brethren, which 
can he found in a cave 
in area 05. 


AREA 7 


It can be difficult to 
make it unscathed 
across the plains and 
through the caverns 
the first time. The Zip 
Portal found in area 
06 comes just in time 
to allow a quick trip 
back to the Albatross, 
if any monsters need 
to be healed or revived. Then, our scout can use Zip to return to the portal, 
picking right up where the search left off. 


AREAS 
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DON MOLE 

THE MONSTER SCOUT CHALLENGE 


Proceed deep enough into the mb's den and combat 
f$ guaranteed 


> 


4D 


□□ 































MISCHIEVOUS 

MOLE 


bronze 

bit 


mischievous 

MOLE 


TREASURE SKILLS 


ABILITIES 


CHAPTER 

3 


MALEVOLENT MOLES—DUKE, MILES, AND BILLIE 

Ttiese bone-headed moles don ! do anything but attack, although one of them can also try to 
Psyche Up the attack power of me others. It s just a straight-up scrap, with the enemy going 
lor nothing but direct damage. A leveled slime or healslime in the active party is great for 
keeping two pure attackers healed up and pummeling away. 


ft ; MONSTER 


j RANK ' FAMILY i LY j HP ; WIPjATf.; DCF. AG5L ' WS : EXP \ GOLD | SCOOT j 


htitchitvausr mote 

Man-id cut mote 

Mischievous aole 


Defeat the moles and save Eugene, 
and a most surprising outcome 
ensues. It turns out the Monster 
Scout Challenge was not so far 
away, after all... 



The mole : s den, or rather the Arena, can be explored more thoroughly after 
the battle. You can also return to the Albatross when desired by talking 
to Eugene Poole, who watts in the chamber near Dor. Mole. Dr Lump will 

journey back to the 
a Albatross along with 

the scout and Eugene, 
meaning that synthesis 
is just a trip to the 
monster pen away! 

Back at the Albatross. 
Eugene's treasure chest 
in the cargo hold is now 
unlocked. 




Since the Arena has now been visited, the region can easily be entered 
again by using Zoom. You can also still access the location from area 05 of 
Trepidation, and exiting the Arena on toot leads to that area, rather than to 
the world map. (At least this makes it easy to check on the Hades condor in 
Doubtback—Zoom to the Arena, then exit on foot!) 


Monster Synthesis 

Don Mote, the mote godfather, has sent thefleshy and my Menem Dr Lump 
back to the Albatross to assist the scout -with synthesis. Monsters of opposing 
polarity that art hath at least lewd JO tan hr synthesized to mate an offspring 
that inherits characteristics of both parents- The synthesizedprogeny may 
also be of a higher rank, and thus much stronger than either of its parents . 1 
Synthesis is performed *vitb Dr Lamp's assistance in the monster pm aj the 
Albatross. For mare an synthesis, see the Scouting Basies chapter , or consult tin 
monster data sections of the guide. 


*she~sTime 

Rank:E+ 1 


41 New Monsl 

er Status 

B 

Lv : 1 

fttt-s 

n 

HP: £0/ £3 

Def.: 

13 

HP: 15/ 15 

Agil.: 

1H 


Wis.: 

£1 

E :None 



Exp = 0 



Next Lv : 

H 



The second test in the Monster Scout Ptoftciency Challenge involves synthesijmg a 
monster with the Heater skill which is easily done with a mm W tmafflme. 


mKTHFSDU&K 































Broticienc 


Remember the mud mannequin rescued hack in Treepidabon f ftM, 
that monster # here, and its name if Marsha. Mere in ihr Arena, 


Marsha administers the Monster Scout Proficiency Test- The 
actually comprised of many smaller fash, and passing these n 
bringing Marsha various 
monsters as proof of , 


At the. outset, the first two 
challenges can be undertaken, 
■More challenges become 


MONSTER SCOUT PROFICIENCY TEST 


The second challenge, to synthesize a monster that inherits the thaler 
skill., is an instructive exercise. Use a mom ter like a heahlime tv 
synthesize such a beast, and then make it the primary “healer*J ot 1 j 
party ofsynthcsizcd IvlO* monsters. After this, ranks F and E of the 
Monster Scout Challenge should both fall without any difficulty. 


It’s a good thing that synthesis is available now, since the adventure 
just got a Jot more interesting. Between synthesis and the world at large 
just being more open to exploration than ever before, new monsters are 
available for use. Aside from any creatures that can be synthesized from 
monsters already in tow, lots of new monsters can be found in various 
areas already visited, depending on changing times of day and weather 
conditions. Spend a little time synthesizing and scouting the party up from 
rank F to rank E. then head to the Arena and confront Don Mole to begin the 
first round of the Monster Scout Challenge! 


Combat during the Monster Scout Challenge works a little differently than 
in the wild. As a sanctioned competition, there are rules imposed on what 
actions scouts can perform. Basically, scouts cannot do anything except 
suggest general tactics. Specific orders cannot be issued, items cannot be 
used, and active monsters cannot be 
replaced with substitutes, in short, the 
monsters in the main party must carry 
the day more or less on their own, with 
no opportunity for outside help or rest 
during three consecutive battles! 


1 Present Marsha a he-alslims. 

strong msdicine 

2 

Present a synthesized monster That 
, has inherited the Heater skill. 

seed of mag ic 


* _ b; general, keeping up with 

H <if ^ U p^|F\ ; 

— 1 -—— fi —| ■Monster Stout Frufichrtty 

■ hp: i3 

Ejfl HP: 15/ 15 AgiL: 1H 

msmliible is an excelle? 

MB i iNtffie 

• tnsfns prepared for what 

-- ■ iornci next elsewhere. This 
nho provides an education in the finer points of monster scouting. Learn 
by doing, us they ■ my. 
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ROUND TWO! 



ROUND THREE! 



Winning all three rounds of the lowest rank of the Monster Seoul Challenge 
opens up new paths, just as Don Mole said it would. First and foremost 
the way opens to a new area to explore to look for crew mates—Ice elation, 
a snow-blind landscape in the wintry north. Two more tasks can be 
challenged in the Monster Scout Proficiency Test. And finally, with rank 
F completed, rank E of the Monster Scout Challenge can be undertaken 
immediately! 

Completing rank E isn't much harder than completing rank F, but if the 
party needs some more time in the kiln of combat, go ahead and head on to 
Iceolation for some scouting and leveling. Once rank E is cleared, the moles 
need time to prep for the rank D battles, so all that remains left to do then 
is head to Iceolation. All paths lead to snow, eventually. 







































Session 


ScHoo! 


The seaat can accomplish prvfidenry test three without going to 
Iceolatinn first. For the fourth task, a snowbird is required, hut these 
cun he scouted in the first few areas <tfheolation. 


MONSTER SCOUT PROFICIENCY TEST 


A jmjon is ,b hefty mmtertifme moon family mt pushes against the boundary ot 
howtoiga.moftster'ean be white$fflm$occmingone party slot. 


CHALLENGE 

HUMBER 

BEOUIREIWEHT 

REWARD 

3 

Synthesize a jargon. 

1 magic elixir 


Synthesize a borsal serpent. 

'panacea 


| 4 jargon 


Rani': £ 

SkiUsi 

Tciughirt 

T i aits i 



Ci Hi co ) fla 

ssaeri: 




REWARD 


hat^e whip 


mmum 



GOLD 


: 5G each lor rounds om and two; 50G for round three. 



ROUND ONE! 
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AREA 7 


AREA 12 


- 


' '.S. 






& 


AREAS 


AREA 1 


AREA 2 
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WILD MONSTERS 


MONSTER LOCATION TABLE 



EA 2 t 


FRQU-FRY 
HAMMER HOOD 
WILD SLIME 
SNOWBIRD 
JAILCAT 

' : I SPIKED HARE 
| IMP 
SHADOW 
METAL SLIME 
FROU-FROU 
GIG ANTES 

MONSTERS 



© 

© 


•&D ®sD ©&D 

- - O 


sD 


D • 

© 

' sD 


- • • • 
sD ©aD *aD *s[> 
iD 


' sD 


MOWSTET] 

9 


PRO U-FRY 


m 

HAMMER HOOD 


SNOWBIRD 


JAILCAT 


m, SPIKED HARE 


\3f 


SHADOW 



METAL 5LJME 


FROU-FROU 


E GIGANTES 


D 

— 

D D - 

0 

D D D D D D 

D 

D 

D D D 


1 

i 

I 

I 


— 

®&B 

• &D 

- ©sD 


I flA^K [ FflMHY ; UT ,| HP ^ IV1P j AIT, [ DEF. JftGlL. m. j EXP | GOLD | SCOUT | SPELLS * ABILITIES 


F $ & SB 9 52 40 35 14 62 5 ff Sandstorm 

f H 5 44 5 42 32 2f 12 43 T9 — 

E 6 40 1 


machine parts 
snakeskin whip (rare) 

sledgehammer 
Seeing tram lame monster: 
mor>sler manure / 'Brawn 


74 Icemeisler 
174 Attack Boost 
197 foe Breath Ward 

101 Huntsman 
174 Attack 8d?osl 
1B9 Crack Ward 



26 

33 

23 

54 

12 


Psyche Up 

War Cry 

stone ofaws 
metal ticket (rare) 
fleeing from large monster: 
strong medicine / 'Brawn 
Over Brains' (rare) 

B9 Champion 

16Q Agilijy Boost 

137 Bang Ward 

34 

59 

33 

60 

24 

++ 

Cool Breath 

Insulate 

T ‘4 Cold Sleep 

1 £0 Agility Boost 

267 Paralysis Ward 

27 

45 

24 

47 

13 

fff 

Crack 

strong medicine 
'Knowledge is Power' (rare) 
fleeing from tenge monster: 
strong medicine , f Oomph 
powder (rare) 

31 Woosh £ Crack 

177 Defense Boost 

TBS Woosh Ward 

27 

29 

51 

31 

20 

m 

Psychs Up 

iron lance 

‘Duck and Cover' (rare) 
fleeing from- large monster: 
monster manure / Insula do 
(rare) 

T21 Naturalist 

177 Detense Boost 

139 Crack Ward 

40 

31 

37 

S3 

9 


Friz: 

Bang 

pitchfork 

seed of magic (rare) 

1 Frizz £ Bang 

163 Wisdom Boost 

IS/ Bang Ward 

86 

31 

13 

46 

12 

wm 

Crack 

Kafizzle 

antlmagic power 

112 Reaper 

177 Defense Sejqsi 

133 Woosh Ward 

m 

255 

100 : 

3072 

to 

% 

Friz: 

seed of agility 
seed of defence {rare) 

120 Slimer 

180 Agility Boose 

212 Dim Ward 

122 

S3 

216 

612 

50 

Kasap 
%' Dazzle 

Snooze 

drag anted whip 

114 Cold Sleep 

174 Attack Boost 

208 Sleep Ward 

B£ 

22 

16 

075 

55 

% 

Demon Demeanor 

oaken club 

L Biavm Over Brains" (ram) 

90 Ant-metal 

174 Attack Boost 

296 Inaction Ward 
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OBJECTIVE 


Continue the search tor sufvmhs. 
Challenge ranks 


white taking every opportunity to improve the strar^h of monsters in 





ICEOL'ATION IN DETAIL 


TO AREAS 


HELLHOUNDS 


TO AREA 12 


Following her rescue, 
Lily discovers a dry 
bonfire in area 02, 
which happens to be 
near a huge wall of 
ice that blocks further 
passage. Will stoking 
the flames allow 
passage beyond the ice 
sheet? Well, it will, but 
not for the most direct 
of reasons... 


/, bzhy bjom rs captivated by itw ftsr\ r*es. 


TO AREAS 


Before moving on past the broken ice sheet to area 05, head north toward 
area 04 via the raised caldera of area 03, In area 04, the Heal All ability is 
found? This allows a monster scout to coax monsters into using their UP 

to heal outside of battle. 
Between the use of 
herbs, monster spells, 
healing monuments, 
and now Heal All, 
keeping the party in 
solid shape should 
be manageable in all 
but the most dire of 
circumstances. 


AREA 1 


Miivfl mu 


TO AREA 6 


DEFENCE 


When the scout wanders toward the end „ T . j 

at area 01 Lily Gilder is found, and she 
appears to have attracted the attention oi ] 

a few unruly undead canines Although Ms fa 

Gilder is a distinguished monster scout, her M 

monster can't help her much when it’s missing, 0 

The scout must step in to subdue the hounds. The 
beasts either attack or use War Cry to bolster their power, so simply 
attacking at any chance, while keeping an eye or allied HP, is 
sufficient to see the battle through. A healing monument is nearby 
in case any monsters are ailing after sending the hellhounds back 
where they came from. _ __ 


^hflPATTOtr abil wis^ e&L0 SC0UT . 


:,pf • S mi .=■ II War Cry 
E/.s! Rf seed cl agility 











































WALKTHROUGH 



SNARING A SNOWBIRD 

One g 1 the first things to do in Iceolation, if keeping up with the Monster Scout Proficiency Test, is to scout a snowbird. The fourth 
proficiency test involves fusing a jargon with a snowbird, which produces a boreal serpent. (The third proficiency test requires 
producing that jargon in the first place, so one follows the other: if that task was completed, then a jargon is already in the 
party, and so the polarity of the required snowbird is already known.) This is extremely necessary—the boreal serpent is a. 
huge beast that takes up two slots of the active party, but it makes up for this factor with previously unseen offensive and 
defensive capabilities. A boreal serpent of IvIG or higher can practically fake on Iceolation and rank D of the Monster Scout 
Challenge by itself! 



After the scout acquires a snowbird and jargon of opposing polarities, both 
monsters require some Eeveiing before they can fuse through synthesis. 
Their offspring, the boreal serpent, obviously also requires some EXP 
to get back up to snuff, as newborns start at a lowly 1v1. Still, this is an 
incredibly powerful creature at this stage, so the detour is worth taking 
sooner than later. 



Another ice sheet and bonfire are found in area 05. Lily has lost her fighter, 
so the fire needs to be started some other way in order to proceed. You 
can access area 07 through a cave to the south—here, pluck a torch from a 
raging fire and bring it back to the dry kindling in area 05. Take care on the 
way back to avoid scraps with wandering wild monsters. The torch goes 
out after three altercations, forcing the scout to backtrack to the fire I 



The monster patrolling the First area ts test avoided at this point. Take a torch and runt 


As before, a fresh fire brings 
the baby bjorn running, and 
another ice sheet bites the 
dust. Clearly, while this is a 
gigantic monster, the 
brain did not scale in 
the same proportion 
to everything else. 






























■ r GGDBASIL LEAF 


MACHINE PARIS 
(FIRST TIME) 


Again, whan running, with to$ torch* tnoveginuerfy 
around enemies to avoid n&ediass, forcti peaking 
encounters. 


Lighting the third bonfire allows passage into 
areas 10 and 11, In area 11, look for the Zip 
Portal and another healing stone. This pit stop 
is here for a very good reason—moving onward 
to area 12 prompts a battle with the baby bjorn! 


AREA 12 


SECOND 

TORCH 


TO AREA a 


THIRD BONFIRE 


TO AREA 5 

Another area leads to a third Impenetrable ice sheet near an untappe 
bonfire. This time, you must acquire a torch from area 09 in the nor 
of course, things aren't going to go as smoothly as one might hope. 


CHAPTER 


% torch's H em fms grov/E* mUwJ' 

1 metre ISpHi wiM |$f|B out 1 ijfc 


There's nowhere to run this time. The Ajp 

baby bjorn looms overhead, attacking | 

each combat round with two heavy yE ||f 

blows that each strike all j.. r— 

as il the baby bjorn wielded 

V- ■ ''•'Iv 

two whips simultaneously I ^ 

While this monster is big - 

and intimidating, it $ stilt v 

considerably weaker than 

other titans seen so far. such j , . _ 

as warmonger or missing 

lynx. It the baby bjorn deals enough damage to keep monsters trnm 
healing themselves with spells, remember that item commands are 
carried out by Ibe scout al the very beginning of a round, no matter 
what. This is great for bolstering the healing capabilities ol the party 
with herbs and medicine. 


MAP KEY 

□ 

Leaf node 

0 

Mineral rwte 

13 

Healing stone 

53 

Zp portal 

□ 

Blue chest 

□ 

Red ctiest 



HELLHOUNDS REDUX 


<J) MONSTER FANULV-1 j) RAf'JK 



ily is first to find the torch in 
re a 09. bul that also means 
he l s first to incur the wrath of 
et more hellhounds As before, 
lep in and save Lily from 
he ferocious fiends. The only 
Utterance between Ibis fight 
ind the one against the earlier 
i el I hounds is that now there are three of them, rather than two. 


■ . Fire Breath, Bolder Dash. War Crj 

• '. ' : Dimium 

Last Ward, Grand Slammer. Hit Squac 


LV 1 8 


Successfully fell the baby bjorn, 
and safe returns to the Albatross 
are assured for Lily Gilder and the 
Countess. Back at the Albatross, 
Lily's treasure chest in the cargo 
hold is now unlocked. And, most 
importantly, rank D of the Monster 
Scout Challenge is available! 
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WALKTHROUGH 


Prepping tor the rank D tier of the Monster Scout Challenge may require 
more preparation than previous levels. It may be time to detour for a while 
to level up and synthesize a new squad. New, more powerful monsters 
can be encountered, like the great dracky in area 3 of Doubtback, or the 
frou-frou in area 11 of Isolation. Either battling these monsters for EXP or 
getting a bit lucky in scouting them improves the party. Also, hunt metal 
slimes for their huge 
EXP bonuses—at 
this stage, it’s most 
worthwhile to hunt 
the metal slimes in 
Iceolation. Bring along 
nigh-agility monsters 
equipped with metal 
weapons, and plenty 
of pretty pebbles 
and pinballs. 




Set lucky scouting a gmat ttiuckym boss twit at this stage, amt Kte whole compfexm 
of battle to com changes. 

Now is also a good lime to catch up on Monster Scout Proficiency Tests. 
Detour briefly to area 05 of Doubtback, easily accessed by Zooming to the 
Arena and then stepping outside. During clear days, Hades condors are 
visible flying ominously in the sky above their nest: climb to the top, and 
they'll often swoop down in range to be engaged. A Hades condor in hand 
clears the fifth test, with the scout scoring a bag of Oomph powder as a 
reward. The sixth test requires synthesizing a Hades condor with a dragon 
slime, but this objective must wait until Cragravation. 



The matal slimes m tceotalim Qwvkte huge bonuses at this pm 


fTnlBiqaeMligriitf 


i x I 


After defeating the baby bjorn m lieolation, the stout ban skmsn himself to he ttijfeientiy shifted in the art of scouting to 
be able to take on some of the truly towering monsters of the Imul While they're almost enimnly still a ft tfie too tmtgft, 
this includes the warmonger in Trepidation, and the missing lytty {and its tat ft) sleeping during the day in area OS of 
Doubt bitch. Its not a task to pursue immediately (at {east nut vhithmtt a bale grinding), but keep in mind that those huge 
bruisers are mm in the proverbial crosshairs. 


3 SPKO 


FAMILY LVL : HP MP ATT. 1>EF AfiSL. WtS EXP GOLD SCOUT KPB13 *msm Tfcl4£UHf TOASTS 


WDRMONGER # 35 912 1(M 165 56 16 35 3016 478 


'ALL TAIL # 36 7d3 50 143 108 400 56 1B0D 26 — 


uirciwr 

♦ 36 1250 50 206 108 12® 56 46BQ 450 


FriZZlG snak^km p<>isontKJS l 

Unnatural Older Grand 

Sandstorm ' u Slammer 


WQDSh 

Kasnoore ^sedtif Grand 

Cool Brsalh skill Slammer 

Spooky Aura 

Fire Breath 

Cool Breath sacred SL 

Boulder Bash claws , 


w 
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i m 

metal cJaws 


SOLD 


10G each for rounds one and Iwo; 100G for Found three 


--.a moles know ol other places that prove useful to explore, but their knowledge is doled out only in snippets as progress through the Monster Scout 
: - Merge continues. In order to continue onward to Cragravarticn, the scout must complete rank D. 


OUND ONE! 


MP ATT. OIF, AGEL WIS SPELLS & ABU (TIES 


DROHL DRONE E @ & 77 16 53 39 


n 

41 ! 

* 

44 

& 

41 



CHIMAERA 


DROHL DROME E © 3 77 25 53 39 


OUND TWO! 


# i monster 


FIREEPIRIT 


FiRESPIRIT 


FAMILY 

| LVL 


DEF. 


8 

107 

50 

56 

42 


10 

148 

22 

so 

56 

@ 

a 

107 

54 

56 

42 


OUND THREE! 


DRAGONTHORN 

)jfp£ M jd W1ANPJEDUIN F S 12 125 16 82 

fly DRAGONTHQRN F 4? 10 124 12 8-1 


A OIL. 

Wl$ 

SPELLS & ABILITIES 

SB 

117 

Mean Breaker 

30 

132 

Weird Dance 

Sultry Dance 

30 

117 

- 


36 Shade Slash 


Fire Breath 
Dazzle 


Sizz 

2am 


Fnzz 


Bang 

113- Fire Breath 
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/ilLOTWOWSTERS 


LOCATION TABLE—CLEAR WEATHER 


# 

monster name 

AREA 91 

AREA 02 

AREA 03 

AREA 04 

AREA OS 

AREA 06 

AREA 07 

AREA 00 

AREA 09 

AREA 10 | 

* 

WILD SLIME 

— 

— 

— 

— 

D 

®SD 

- 

— 

- 

- 

]y 

DANCING FLAME 

©&D 

©&D 

0 

- 

- 

- 

— 

- 

- 

- 

74 

DANCIN.G devil 

m 

- 

D 

- 

- 


- 

- 

— 

— 

77 

SKELEGON 

- 

- 

- 

- 

- 

- 

- 

- 

— 

— 

t 

NIGHT EMPEROR 

- 

t 

D 

— 

© 

- 

- 

— 

— 

— 

so 

SHADOW 

— 

- 

D 

- 

m&b 

- 

- 

- 

- 

- 

m 

LESSEE! DEMON 

— 

- 



- 

— 

- 

- 

- 

— 

M 

METAL SLIME 

- 

OSD 

©&D 

- 

- 

- 

- 

- 

G&D 

— 

9t 

BUBBLE SLIME 

sD 

&D 

• 

- 

- 

- 

- 

- 

- 

— 

BZ 

GASBAGON 

— 

- 

- 

- 

- 

- 

— 


— 

— 

93 

SCORPION 


•&D 

— 

- 

- 

- 

- 

- 

- 


98 

ANGEL SLIME 

- 

- 

— 

- 

- 

- 


- 

- 

- 

m 

mecha-mynah 

•&D 

© 


~ 

- 

_ 

- 

— 

— 

— 

103 

S1LVAPITHECUS 

— 

- 

— 

-— 

— 

- 

OSD 

- 

OSD 

- 

| 109 

BRN FIEND 

— 

- 

- 


- 

- 

- 

— 


— 

119 

HADES CONDOR 

— 

# 

- 

- 


J&D 

- 

- 

- 


124 

DRAGON SLIME 

— 

— 

m 


— 

O 

- 

- 

- 

— 

169 

DARK SLIME 

— 

— 

- 

- 

r - 

_ 

D 

- 


- 

17B 

ETHEREAL SERPENT 

— 

— 

- 

- 

- 

- 

© 

- 

- 

— 

233 

DIERANTLJLA 

— 

- 

- 

- 

- 

- 

- 


D 

— 



LOCATION TABLE—RAIN 


* 

MONSTER NAME 

AREA 01 

AREA 02 

AREA 03 

AREA 04 | 

AREA 05 I 

AREA 06 

AREA 07 

AREA 06 

AREA 09 

area in ] 

« 

WILD SLIME 

— 

— 

— 

- 

- 


- 

- 


- 

- 


DANCING FLAME 

— 


- 

- 


- 

- 

- 


— 

— 


DANCING DEVIL 

— 

- 

- 



— 

— 

- 


- 

— 


SKELEGON 

aD 


O&D 

- 


Q&D 

©&D 

- 


©&D 

— 


NIGHT EMPEROR 

— 

— 

- 

- 

- 

- 

— 



— 

— 

00 

SHADOW 

— 

D 

D 

- 

mo 

- 

- 


■ 

~ 

- 

so 

LESSER DEFCON 

— 

— 

- 

- 

- 

— 

&D 

- 



— 

90 

METAL SLIME 

- 

- 


- 


- 

- 

— 

LJ 

©iD 

- 

91 

RUBBLE SLIME 

D 

- 

- 

- 

- 

- 

- 




— 

9? 

GASBADON 

©a,D 



- 

- 

- 

- 




93 

SCORPION 

&D 

• 

m 

- 

- 

- 

- 

- 


- 

— 

90 

ANGEL SLIME 

- 

- 

- 

- 

- 

- 

- 

- 


- 

— 

| m 

MECHA-MYNAH 

— 

— 

- 

— 

- 

— 

- 

- 


- 

- 

103 

SILVAPITHECUS 

- 

— 

- 

- 

- 

- 

- 

- 


- 

- 

109 

FIRM FIEND 

- 

— 

- 

- 

- 


mb 

- 


- 

— 

119 

1 HADES CONDOR 

— 

— 

- 

- 

- 

- 

- 

~ 


- 

— 

124 

1 DRAGON SLIME 

— 

— 

— 

- 

- 

- 

- 

- 

- 

- 

— 

m 

1 DARK SLIME 


- 

- 

- 

- 

- 

- 

- 

- 

- 

- 

178 

| ETHEREAL SERPENT 

— 

— 

- 

- 

- 

- 

m 

- 

- 

- 

— 

233 

| DIEfiANTULA 

- 

- 

- 

- 

- 

- 

- 

- 

- 

D 

- 


[ WALKTHROUGH 
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WILD SLIME E 

DAPJCIWG FLAME E 

DANCING DEVIL D 

SKELEGON D 

NIGHT EMPEROR D 

JfC 

SHADOW 0 


OFF. 

AGIL. 

iwis 

| EXP 

J GOLD 

; scout 

SPELLS & ABILITIES j TREASURE 

; SKILLS 

57 

12B 

33 

130 

30 

V* 

High Tension 

War Cry 

iron claws 
metal ticket (rare) 

80 Champion 

ISO Agility Boost 

194 Ailiiitergtor Ward 

48 

72 

90 

81 

30 


Sizz 

Fire Breath 

Fire Slash 

Insulade 

71 fire Fighter 

177 Defence Boosl 

189 Crack Ward 

43 

64 

21 

70 

13 


Heal 

Weird Dance 

Sultry Dance 

magic elixir 

112 Reaper 

177 Defence Boost 

IBB Woosh Ward 


$ 5 123 a 10? as 32 4 m 38 Fire &reatti 

Caoi Breath 


Midheal 

3 BE 11 60 61 52 23 107 23 |/ Sap 

Kasnooze 

Oomphle 


8 32 25 38 126 48 49 67 22 WW 


Cool Breath 
Kafizzle 


jumbo insulade 


Oomph Powder 


antsmagic powder 


46 Crack &Zam 
174 Attack Boost 
191 Zam Ward 

97 Bad Breath 
103 Wisdom Boost 
191 Zam Ward 


112 Reaper 
177 Defence Boost 
13S Woosh Ward 



# 

w 


■M HADES CONDOR C 


> 


DRAGON SLIME C 


DARK SLIME B 


b *?1 


ethereal 

SERPENT 


D 

Cjjfl 

12 

72 

28 

64 

64 

70 

26 

114 

54 


Frizzle 

Midheal 

Bemusing Breath 
Dazzleflash 

smelling salts 
sage's elixir 

123 Diabolist 

183 Wisdom Boost 

205 Contusion Ward 

□ 

6 

1 

4 

255 

22 

m 

255 

100 

3072 

1 10 

1 

Frizz 

seed of agility 
seed of deience (rare) 

120 Burner 

163 Agility Boosl 

205 Confusion Ward 

D 

& 

10 

24 

15 

44 

83 

26 

12 

61 

12 


Buff 

rockbomb shard 
pintail (rare) 

2S Bang & Sizz 

177 Defence Boost 

210 Sap Ward 

D 

4? 

12 

107 

30 

82 

65 

93 

44 

142 

n 

w\ 

Fire Breath 

Fire Slash 

- 

58 Fire 

174 Attack Boost 

IBB Woosh Ward 

D 

© 

9 

55 

10 

47 

42 

42 

13 

60 

12 

ww 

Paisonous Touch 

moon wort bulb 
antidotal herb 

127 Hive Mind 

D 

& 

12 

64 

38 

65 

75 

63 

65 

124 

41 

*+ 

Midheal 

Insulatle 

strong medicine 
"Duck and Cover" (rare) 

77 Healer 

163 Wisdom Boost 

190 Zap Ward 

D 

0 

9 

03 

20 

54 

66 

58 

15 

66 

20 


Accelerate 

Accel erato nic 
machine parts (.rare) 

125 Bird Brain 

177 Defence Boost 

187 Bang Ward 

D 


T2 

80 

20 

65 

58 

60 

24 

119 

IS 

ff 

Frizzle 

Kasap 

wizard's shilling 
"Brawn'Over Brains" (rare) 

123 Draws* 

183 Wisdom Boost 

167 Bang Wand* 

D 

a 

15 

96 

20 

64 

74 

33 

41 

153 

15 


Crackle 

Cool Breath 

ssed of defence 

31 Woosh £ Crack 

177 Defence Boost 













Sweet Breath 


196 Fire Breath Ward 

C 


IT 

96 

22 

89 

57 

108 

19 

300 

192 

wv 

Mercurial Thrust 
Midheal 

medicinal herb 

78 Cure-all 

ISO AQHlty Boost 

196 Whack Ward 

c 

6 

12 

70 

15 

55 

52 

63 

37 

B6 

12 

ww 

Fire Breath 

Burning Breath 

moodwort bulb 

124 Dragon Lore 

ISO Agility Boost 

198 Whack Ward 

B 

A 

12 

76 

16 

80 

56 

59 

33 

138 

30 

* 

Zammle 

Drain Magic 

Neutral Ground 
metal ticket 

105 Muspell 

ISO Agility Boost 

191 Zam Ward 

B 

$ 

15 

280 

30 

130 

72 

38 

SI 

725 

153 

V 

Fire Breath 

Panacea 

64 Breath 
iao Agility Boost 

209 Sag Ward 

A 

0 

17 

350 

15 

103 

84 

60 

36 

656 

178 

V 

Wltaqirt 

Chilly Breath 

Decelertttb'nlc 

IDS Niflheim 

183 Wisdom Roost 













Decelerate 


200 Poison Guard 
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CRAGRAVATION IN DETAIL 


Grtnue 5flPfrii*i tor I® c^m m Wtonie. affiisfe sodium <M a® suppsat of a irpfi^ teiiEdL 



TO AREAS 


■metal ticket 


HADES CONDOR NEST 


AREA 1 


FOSSIL. 


: 0SSJLS CAN CONTAIN: 

:: MSAII , ROCKBOMB SHARD, ‘THE HEALING TOUCH', THE SECRETS Of 
SORCERY', 'BRAWN OVER BRAINS'. ‘DUCK AND COVER', LIFE IN THE FAST 
LAKE’,'KNOWLEDGE IS POWER' 


map key 

0 

Leaf r>ode 

a 

Mineral node 

± 

Healing stgne 


Metal Slime 


WAP KEY 

m 

Blue chest 

m 

Red ciiest 

a 

Clear shies 

L .Ji 

Raining 


The first few areas of Crag ra vat ion 
are relatively calm, so partake of 
the stunning scenery and the varied 
new species of monsters the scout 
finds, However a detour into the 
cave of area 04 presents a brief 
ominous vision. 


Movement around and between areas in Cragravation involves a lot 
of elevation changes, so keep an eye out for scalable, ladder-like rock 
outcroppings. Some areas, such as the Hades condor nest, can only be 
accessed by traversing thin ledges and backtracking down the opposite 
cliff face. Fossilized remains found in many walls hoid item rewards, just 
like mineral veins in other areas. Watch out when the weather's bad. since 
undead skelegons emerge to attack anyone disturbing the fossils, (If the 
chance is there to scout a skelegoa take it. One of these ghastly things is 
required for the seventh Monster Scout Proficiency Test.) Apparently, the 
owners of the bones feel a deep sense of propriety. Finally, some areas 
have hills or downgrades so steep they can be hard to see. Remember that 
you may tilt the camera slightly up or down to facilitate better views in this 
sort of terrain. 



Monster Husbandry 
Made Easy 

At iht jiTrt time* many mowtet^ m the ^ ahrrnrfy & at iftxiti 

Wtzittjw cMwmSzTtbeaL TTte mean* thafymt am mmptaMy trextttxt 
mo*Msfir sjnthtts right irahemt any Art f dmg ssceticd! The rrmiting 

tmmctiitvfe JhfenilYfir the fartr is afrrrcaa- // ithe mat** if msk& tn fry 

^ timihtr*Taatvn&, *mtj thesamfingfart a nxptrmJ, 

and Mir grinding fart lOis nnn&ssimrt.Jn 

the party a itr&ng moagk, rndmg mrmmmtod emmxlm Ay tt&atttng tan A* /*-; 
nzfmukm mmgfie*, Smr, a ttmafing attempt mtght but lorn ** 

attampt jt ffigfat 
from tsmhaf. ami 
ift&tsamtmgB 
mmfkLlhtrwh 
yttmmtibwgtnmm 
pig'fbrDrLMmf. 
tabdptpoitag* 
into# nrteama 






























































Iffltiliiii 


hyndgr nseded to .Dragon slimes ate found in abundance 
kpep tip withMoastsrScoufPwffdenrv ■ in Cragravatiot), especMy in area 06 
• Tests ? Appmcfisng their nest in am during s clear day. 

■ 62 $ 8 rffor&of less' guaranteed ivay to 
attract if r& attention of these.birds. 

Marsh# § Monster Smitt Proficiency Test 4 snvohfes owning a hfades 
condor, and Test 5 immhfes making a slime stuck—-most likely by 
synthesizing together a Hades condor and a dragon slime. Both 
monsters dwell in several places in Cragra nation, so these tusks should 
he easy to clear. Just he sure when scouting specimens to acquire the 
opposite polarities of each monster! ft would be a waste to go hack to 
the monster pen of the Albatross, eager to sec the tests complete, only to 
discover that both the Hades condor and the dragon slime are + 07 - and 
thus .unable to synthesize. 


Rank: 0 



MONSTER SCOUT PROFICIENCY TEST 


REWAHB 


Traits: 

Hit Squad 
Fast Learner 


CHALLENGE NUMBER REQUIREMENT 


Presents Hades condor 


Oomph powder 


Present 


slime stock wrth the Cure-all skill 


Vggtfrasfl leal 



u 

Mineral ootfe 


Scout storifl 

0 

Zip phDrtgf 

C 

Blue chest 

G 

Red chest 

□ 

Clear skies 


AREAS 


TO AREA 9 


TO AREA 3 


INSULADE 


TO AREA 3 


The farther up the face of Cragravation we scale, the harsher the efimate becomes. Like any area, 
sometimes Cragravation is inundated by rain, but the higher, cooler altitude areas are instead beset fay 
fierce blizzards. In area 06, the snowfall is enough to change the landscape, creating a new pathway. 


Area 07 is the last resting area before the push to the summit. There^s a Zip Portal, enabling an easy 
return to this area in case a supply trip to the Albatross is necessary, Just near the Zip Portal, in area 
08, a new Scouting Skill is tucked away. And, just before the rocky ladder into area 09, a new friend 
confronts a new foe. 


A fierce blizzard Mqvs , altering the 
layout the terrain... 
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Nose for Treasure 

Another Scouting Skill is found m Gmgrnvatitm in arm OH, so detour there 
briefly he fort proceeding onward and upward to area 09 . Nose for 'l 'remurc is 
^aldc jmt about anytime, anywhere, and this skill instoxtfy shows how many 
hidden items are strewn about the current ^m\ Noscj&r Treasure detects any 
trinkets lying 
jhonf. whether 
the items are 
found in leases, 
mineral veins, red 
or blue treasure 
chests, orfossil 
remains. 





. ST 


n 


Mineral node 


Healing stone 


Metal Slime 


Red chest 


Clear skies 



The hike to the summit isn't much longer now. In addition to the loneliness 
and thin air of high altitude, area 09 is extra frightening because of the 
hideous dierantutas that come out at night. Before going to the top of area 
10, use the southeast exit back to area 09 to find the phoenix sceptre. 
Monsters wearing this during synthesis undergo all the changes innate 
to fusing, yet retain their form! This can effectively be used to “reroll” a 
favored monster with new skills and more skin points. 

You soon find Jamirus at the lop of the mountain, along with the monster 
that Jamirus serves. Is this apparent adversary the bird that can he^p? 



JAMIRUS 


Here s the monster that \ 

jerked around Melonie 

This beast takes two turns 

per round has relatively 18 ^- 

high attack power and can 

sear monsters with strong 

fire spells. Keep that In mind if any 

monsters going in are vulnerable to Frizz 


GEMON 


Gemon keeps Melonie at the 
summit, and it’s up to the scout F \ 

to got her back! tike Jamirus 
the underling, this demonic boss 
bird gets two turns per round and k ti¬ 
ls capable of using abilities to hit 
every monster in the party at once. Keep 
HP levels ml of the red and use spalls like 
Buff to reduce the threat of Gemon s attacks 


1 HP 

m 

ATT 

DEF 


wts. 

EXP 

GOLD 

SCOOT 

772 

40 

120 


1 6B 

Q_ 

3260 

820 

— 




ATT 

AG1L WIS 

EXP 

COLO 

SCOUT 

516 [ 

35 

i ITS 

j $2 55 ; 5 

2730 

! 530 

- 1 


Tactical Trooper 
. v ABsLlilLrf: Frizzle 
: Firs Breath, machine parts 


LV 20 


Tactical Trooper. Critical Massacre. Big Hitter, Degrade 
;:-:i jUTi Chilly Breath, Bounce 
Hi:metaiticket 
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WALKTHROUGH 




Defeating Gemon causes both the big black birtf and its minion, Jamims, to 
ffee, fearfu? of a much bigger bird—the legendary Empyrea. 

Back at the ship, the captain reveals a secret land, tucked away oft the 
ocean, that he saw as he swam ashore from the wreck of the Albatross. 
Without much seemingly direct help from either Don Mole or Empyrea, 
Unshore is the next place to explore, Meanwhile, you can now open 
Melonie’s treasure chest in the cargo hold, and the chest contains an 
excellent weapon: a pair of falcon claws. 





The rank C battle is actually selectable as soon as rank D is completed, but most scouts won't be ready for the jump in difficulty right away. However, it's a 
gooc time to take a crack at it after completing Cragravation, If rank C still proves too tough, simply move on to Un-shore, which was the plan anyway, Alt 
roads lead back to the Monster Scout Challenge eventually. 


D ONE! 


- ™ 

mUK FAMILY IVl H? MP ATT Off, &&L W!£. SmiSS ABILITIES 


B 


BAG O' LAUGHS 

F 

a 

12 

165 

43 

ill 

60 

1 

9? 

Frizzle 

Body Slam 


% 

DEMONRIDER 

E 

9 

11 

135: 

4 

100 

55 

1 

140 

Dragon Slash 

Slime Dunk 

Body Sam 

B 


GOODY BAG 

E 

a 

11 

135 

36 

100 

55 

10 

113 

Hustle Dane* 




ROUND THREE! 


p RAN 


* 

FENCING FOX D 



ELRAZOR BLADE C 

150 


ERAZOR BLADE C 


W13- 

sf^us i as limes 


Gust Slash 

119 

Mercurial Thrust 


Charring Slash 

00 

Shade Slash 

67 

Blinding Blow 
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AREA 6 


AREA 1 


AREAS 


The Countess Is here, It flight be beat to 
escoit her back to the AUbatio:s. 





























WALKTHROUGH 


WILD MONSTERS 


LOCATION TABLE ON A CLEAR DAY 




fl 

| MONSTER NAME 

AREA 01 

] AftSA 02 

AREA 03 

AREA 04 


I AREA Q5 

AREA 07 


33 

SEE URCHIN 

D 


D 


— 

— 

_ 

_. 

on 

NARDRAGON 

- 

- 


- 

— 

— 

— 


Sfi 

SHELL SLIME 

•&D 


*D 


— 

— 


._ 

70 

SNAIL SLIME 

- 

- 

- 

- 

— 

— 

CUD 

_ 

71 

GREEN DRAGON 

mm 4 ■■■. nj 



- 

— 

— 

— 

_ 

30 

CRAB ID 


- 

— 

- 

D 

@sD 

— 

_ 

90 

METAL SLIME 

- 

& 

- 


- 

®«D 


_ 

97 

SKELETON 


- 

- 

- 

- 

— 

— 


99 

SEASAUR 

fj - 

- 

- 

— 

— 

— 

_ 

_ 

100 

EVEEL 

- 

- 

- 

- 

— 

— 

— 

— 

104 

PHANTOM FENCER 

- 

- 

- 

— 

— 

— 

— 

_ 

107 

KHALAMARI KID 

- 

© 

© 

jiT 

- 

— 

© 

_ 

itt 

DANGLER FISH 


- 

- 

- 

— 

<§A D 

— 

_ 

m 

BONA CONSTRICTOR 

— 

- 

- 

- 

Oaf) 

©aD 

— 


126 

KINS KELP 

- 

- 


0sD 

— 

— 

— 

— 

134 

MERMAN 

- 

- 

- 

- 

— 

— 

©&[> 

— 

13G 

OCTAVIAN SENTRY 


©aD 

- 

& 

— 

— 

— 

_ 

140 

PAWS 

D 


©aD 

- 

- 


— 

—* 

145 

CURESUME 

B - ] 


— 

- 

— 

— 

— 

_ 

147 

BARRACUDA 

©&D 

- 

©a D 

- 

— 

— 

— 

_ 

153 

YAaBY 

B — I 

- 

- 

— 

- 

- 

®&D 

- j 


LOCATION TABLE DURING RAINFALL 


a 
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IMUTl vT J IIH IVIE 

AREA 01 

AREA 02 AHFA 53 

AREA 04 

AREA OS 

AREA Of? 

AREA 07 

AREA DO 


o 

g 

□ 


SEE URCJHfN 
NARDRAGON 
SHELL SLIME 
SNAPL SLIME 
GREECE DRAGON 
I CRASID 
L | METAL SLIME 
r | SKELETON 

B SSASAUR 
EVEEL 

PHANTOM FENCER 
-_j KHALAMARf KID 
DANGLER FISH 
30NA CONSTRICTOR 
KING KELP 
MERMAN 

OCT AVI AW SENTRY 
PAWS 

CURESUMF 
BARRACUDA 
YABBY 


- 

— 

- 

| — 

— 

_ 

_ 

_ 

- 

- 

- 

- 

- 

— 

— 

_ 

- 

1 — 

1 - 

- 

— 

— 

aE> 

_ 

- 


- 

- 

— 

— 

— 

_ 

- 

© 

1 - 

&D 

- 

&D 

[ • 

_ 

— 

- 


- 


»&D 

— 

_ 

- 

I 

- 

D 

— 

— 

— 

._ 

D 

D 

D 

D 

D 

D 

— 

_ 

j — 

aD 

- 

D 

— 

— 


_ 

- 

- 

- 

- 

- 

— 


_ 

— 

- 

- 

— 

W 

iD 

_ 

_ 

- 

- 

- 

- 

O&D 

&D 

— 

__ 

— 

©&D 

1 - 

&D 

— 

— 

aD 

_ 

- 

- 

- 

- 

- 

— 

— 

_ 

— 

- 

- 


— 

— 

— 

_ 

- 

- 

D 

- 

— 

— 

— 

_ 

& D 

f - j 

aD 

! - 

— 

- 

— 

_ 

— 

aD 

- 

0aD 

- 

— 


— 

- 

j — 1 

- 

- 

- 

— 

— 

_ 
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MONSTERS 


MONSTER 

rank; 

FAMILY 

in 


m 

B 

g 


■&& SEE URCHIN 


NAAORAGON 


SHELL SLIME 


SNAIL SLIME D 


GREEN DRAGON D 


GRAE1B 


METAL SLIME 


SKELETON 


SEASADA 


EVEEL 


43 

6 

4 ? 

6 

9 

& 


■ I 

Wn\ 


P'HANTOM FENCER D 



KHALAMAR! kid 

D 


13 

97 

4* 

dangler fish 

C 


13 

114 

Jr 

BONA 

CONSTRICTOR 

C 

9 

14 

96 

H 

KING KELP 

C 

e 

14 

116 


MERMAN 

C 


14 

80 

% 

OCT AVI AN SENTRY 

c 


16 

134 


PAWS 

c 


15 

76 

f 

| CURE5L1ME 

c 

6 

12 

86 

4 - 

BARRACUDA 

C 


13 

154 


YABBY 

c 


15 

106 


mmmi 

KP |GOLD 

scour s 

FELLS it ABILITIES T 

1 

MEASURE 5 

1 KILLS 

77 

123 

80 1 

52 

24 

*9 | 

Minding Blow i 

Sultry Dance 

strong medicine 

life in the 'Fast Lane"[rare) 

116 Aquapotbecary 

1 S3 Wisdom Boost 

211 Decelerate Ward 

36 

101 

29 : 

:o5 

26 

mm 1 

JodySlam 

living dagger 
sliver sliver (rare) 

111 Martyr 

174 Attack Boost 

203 Gobstopper Ward 

ISO 

55 

73 145 

19 

\ 

irflick 

Buff 

Buffering 

seed of defence [rare} 

91 Roisterer 

180 Agility Boost 

210 Sap Ward 

147 

91 

35 215 

35 

** 

Waterspout 

Sap 

Sapper™ 

"Duck and Cover” (rare) 

83 Mage Aid 

183 Wisdom Boost 

212 Dim Ward 

| 93 

76 

45 949 

100 

V 

Fire Breath 

dragonsbane 

124 Dragon Lore 

174 Attack Boost 

196 Blade Buntor Ward 

99 

100 

64 : 

262 

26 

tf 

Defending 

Champion 

strong medicine 
"Duck and Cover" (Tare) 

31 Defender 

177 Defence Boost 

202 Frizzle Ward 

m 

255 

100 ■ 

3072 

10 

t 

FriTZ 

seed of agility 
seed of defence {rare) 

120 SSmer 

180 Agility Boost 

212 Dim Ward 

60 

73 

23 

272 

26 

** 

weakening Wallop 
Stupefying Strike 

Dimipm 

Sag Powder (rare) 

85 Enleebler 

174 Attack Boost 

208 Steep Ward 

80 

64 

73 

646 

55 

m 

Fire Braattl 

Flame Slash 

Chilly Breath 

Frost Slash 

jumbo Insulate 

124 Dragon Lore 

174 Attack Boost 

209 Sag Ward 

■ 47 

07 

53 

314 

30 

mm 

Poisonous Touch 

antidotal herb- 
panacea (rare) 

94 Hypnotist 

180 Agility Boost 

207 Paralysis Ward 

j 50 

60 

71 

289 

53 

mm 

Charring Slash 
Kaswoosh 

Stupefying Strike 
Shade Slash 

Slowing Slug 

steel broadsword 

73WmdPltiwer 

174 Attack Boost 

209 Sag Ward 

§6 

75 

7 

133 

18 

mm 

Woosh 

magic elixir 

116 Aquapothecaiy 

177 Defence Boost 

192 Sin Ward 

9 98 

115 

117 

236 

15 

m* 

Dazzle 

- 

55 Sizz & Zam 

174 Attacl! Boost 

207 Paralysis Ward 

r 127 

68 

36 

271 

35 

m% 

Whack 

Shade Slash 

mistake medicine 
metal ticket (rare) 

04 Fortifier 

183 Wisdom Boost 

190 Zap Ward 

1 52 

30 

132 

243 

3D 

mm 

Poisonous Touch 
Mldheai 

Tap Dance 

magic elixir 

timbrel ol tension (rate) 

117 All-Rounder 

108 Wisdom Boost 

192 Sizz Ward 

9 64 

69 

26 

265 

14 

mm 

Crackle- 

Kafizzlft 

antimagic powder 

116 Aquapothecaty 

103 Wisdom Boost 

281 Drain Magic Ward 

!9 75 

100 

21 

293 

20 

mv 

Demon Demeanor 
Mercurial Thrust 

sacred spear 

68 Thundanviraf 
stas nos 

174 Attack Boost 

1 99 Dazzle Ward 

17 125 

126 

65 

1S5 

55 

mm 

Baffling Bonk 
Waterspout 

iron axe 

90 Anti-metal 

177 Defence Boost 

265 Confusion Ward 

1 102 

118 

IflA 

163 

i 26 

m\ 

Fullheai 

special medicine 

77 healer 

S7 Antimagic 

183 Wisdom Boost 

,1 32 

42 

19 

16E 

i 9 


Oomphle 

Q-pmph powder 
"Brawn Over Brains" (rare) 

20 Bang & Sizz 

13D Agility Boos! 

211 Decelerate Ward 

21 115 

32 

16 

30: 

5 40 

m%) 

Inferno Slash 

Drain Magic 

panacea 

83 Mage Aid 

177 Defence BoOSl 

197 Lee Breath Ward 



SI 












WALKTHROUGH 



OBJECTIVE 


Search tor me enormous creature the captain thinks he saw. 



UNSHORE IN DETAIL 


AREA 2 



Seek our skeletons by accosting 
fossils in Gmgmation during 
stormy weather 


Skelegons wn be stingy monsters to 
scout so bring the heaviest hitters 
possible, and use abilities like ■ Qofhffh 
to boost scouting odds if necessary. 




That dcmonrider rein then he leveled up and synthesized with a hona 
constrictor (found in ahutuktnce right here m Umhon\ in area 05) to 
produce a grim rider. Be.absolutely sure to include Tartifer as one of 
the three skills passed on from the demon rider and Imm constrictor 
progenitors to the grim rider progeny. The requirement isn't just for a 
grim rider ; after aid—itsfar a grim 
rider s oith that partkidar skill. 


• i enonrlrter 


The ninth test is the moit flexible 
so far—synthesize any monster 
with Oof once Mhost IL In order 

to do this, at least me of the 
monster's parents mast have 
mastered Defen ce Boost with 
50 skill points allocated into it 
Plenty of monsters have Defence 
Rood, so simply complete the task 
with any monster offspring to 
acquire a new skill and finish 
another challenge. 


C»urt«££tHi:«r 

Sigaei 


Besipes Defence Bead. yob can upgrade 
many ftfter skills by first mastering, tbs . 
skill and tfm syrriftesmg snof^pring, 
which Urn inherits an upgraded version 
of the skill. 


Unshore is a watery zone along the coast, and so most monsters dwelling 
in the area are aquatic. As with Cragravation before, ail these monsters are 
over Ivl 0 and consequently make great scouting and synthesis candidates, 
Try to scout at least one of each new species seen, or, ideally, two—one 
specimen of each polarity! But, of course, that takes much longer. Doing 
so pays instant dividends in mew, great monsters during the next visit to Dr 
Lump in the monster pen. 



CHALLENGE 
HUM BEE 

REQUIREMENT 

REWARD 

7 

! Synthesize a demon rids r, 

“Ih'inX Negative" 

a 

: Synthesize a grim rider with the 
Fortifier skill. 

"The Secrets of Sorcery" 

9 

Synthesize a monster with the 
Dflfgnce Boost II skill, 

Minus SGefrtra 
































1(3 PLUS SCEPTRE 


AREA? 


Red chest 


Vlineral node 


Healing stone 


fjj Sip portal 


Bad weather 


B TENTICKLES 


Almost all of these monsters were already past IvlQ when scouted, so 
they can be synthesised immediately. Yon can create some excellent, 
higher-ranking monsters from Cragravation/Unshore pairings! Then, 
alongside a stronger monster or two, these monsters can be brought up to 
a useful level from birth without too much trouble. This is especially true 
if a metal slime or two show up in battle. Just one victory against a metal 
slime may shoot a Ivl monster up a half-dozen levels or more! 


ABILITIES BY AREA 




CHAPTER 


These enormous appendages are stationer] at t"i 

various points throughout the area, and each must S 

be taught in turn tor the scout to pass certain points, £ $ 

Presumably, the appendages would have to he attached t $ 
to a much bigger creature, wouldn't they? to any event f. f 
there are more pressing matters when a lone 
gigantic limh is attacking, such as defeating the 
tone, gigantic limb. Each lenlicltle behaves slightly 
dilfercntly using varied abilities. But because the scout has come 
this tar, the toes should alt be manageable by a balanced party of 
monsters whose levels are In at least the early teens. And higher* 
rank monsters approaching level 20 can dispatch the tenlickles with 
little effort. 



MP 

ATT 

tKF. 

AG IT 

IMS 

EXP 

GOLD 

SCOUT ■ 

316 

25 

BB 

| as 

| 26 

L*lj 

| m 

1 115 

- 1 


AREA 

tii 

o? 

oa 

EM. 67 

ABlimtS 

Sleep SacE ; 
Sweet Touch 

Battling Bonk, 
&Bmusing Breath 

Venom cub Volley, 
Venom Breath 

Venomous Volley Paralysing 
Touch, Burning Breath 


rpL.it & " ' varies by area 

EASUR-E machine parts 
0ig Hitter 


lv 18 



Arriving at the Zip Portal 
n area 07 presents an 
excellent chance for 
the scout to Zoom back 
:o the Albatross for 
some serious upgrades, 

By now, many more 
machine parts should 
be on hand to upgrade 
:ne Item Vendor, and if 
scouting is up-to-date, 
many extra species from both Cragravation and Unshore will be waiting in 


•he monster pen. 


A gasbsgon and a paws, both 
commonplace in Gmgravatm and 
VnsfiQf¥ t r&spGctweiy, s&t w 

mate an abyss dfcrtf 


propped up aiont 
mst. ttfi ivl aft 
Only another fe* 
IvW either r. 
or fs&dy to baa 



Bring along a few other Ivl 
monsters for the substitute party, 
and they’ll all already be Iv5~7. as 
the fledgling point monster in this 
scenario is around IvIO! It r s not 
too difficult or time-consuming to 
get new monsters up to speed for 
more synthesizing, skill expanding, 
and general exploring. 
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WALKTHROUGH 







HiM ,VI inLnmni 

^1 

iy 

L \ 

V ft 

|?^NSTER : TAM : lLy j 

■ S' W0- 




k 



The owner of the lenlrckles is. as it turns out. nut too pleased to have live of its limbs hacked off 
Ktialamari has attacks that poison friendly monsters and hit everyone ai once, which is typical (or most 
large bosses. Buff and Kabutt cart take the edge off khalamari s attacks, so monsters can locus on 
whittling away its big HP poof instead of having to heal ail the time. 


| HP 

MM 

AH 

UfF 

AGIL 

WtS 

EXP 

GOLD 

SCOUT 

| 1332 

100 

158 

ao 

| 22 

35 

6682 

1615 

- 1 


- Venomous Volley. Sleep Sock. Waterspout 

MEASURE metal ticket 

Nit Squad, Grand Slammer, Foot Dragger 


Does the scout find what he r s looking for in Unshore? It's hard to say. Certainly not what was expected. After defeating khalamari and clearing out Unshore, 
it's time for our hero to tackle more of the Monster Scout Challenge. The moles have information for a monster scout crafty enough to dear rank A. 


REWARD 


! zombieshane 3QG each for first two rounds; 300G for third round 

If rank C was put off until after Unshore, you must successfully complete that tier of combat before tackling rank B and beyond. 


ROUND ONE! 


# | MONSTER 

17 


KAMKj FAMILY LVL HP HIP ATT DEF. | A GIL. WIS. SPELLS * ABILITIES 


D 


>* 


SCISSOR QEATLE F 


BEETLEGOY 


BOR IPJG BUG 


16 166 16 112 78 162 124 


IS 192 6 152 90 107 94 


16 148 35 125 97 161 124 Kasap 

Oomph 



ROUND TWO! 


# 

MONSTER 

RANK 

FAMILY 

i LvL 

HP 

MP 

ATT 

DEF 

AGIL 

wis 

SPELLS & ABILITIES 

74 

f 

DANCING DFVIL 

D 

* 

IQ 

166 

8 

132 

82 

232 

143 

Tap Dance 

Fuddle Dance 

Dodgy Dance 

28 


CONKLAVE 

F 


12 

203 

12 

155 

98 

103 

99 

Lightning 

Shade Slash 

68 

it 

IMP 

E 


10 

184 

50 

126 

94 

103 

305 

Boom 

Tap Dance 

Sultry Dance 



Dancing devit 

CdiUHgve 


ROUND THREE! 


# 1 MONSTER; 


JUMPING JACKAL C 



LVL HP MP IffTT. DEF. ! AQIL W1S ! SPELLS & ABILITIES 


19 235 48 148 111 167 152 


Flame Slash 
Helm Splitter 
Bomb Slash 
War Cry 


GREATSABRECUB E 


@ IB 222 40 158 113 266 145 Mercurial Thrust 


Multislash 

19 235 40 148 111 167 152 Sandstorm 

Weakening Wallop 
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a ank a i S the last thing between the scout and more answers. Alter the scout completes rank A, the Bernusoleum region becomes available for 
exploration. The scout also receives the miracle mallet—this startlingly strong weapon replenishes some of the HP of the monster using it each time 
-e monster attacks! In the hands (or whatever they use to hold) of a multi-hitting monster like a slime stack, this can be beastly, resulting in a friendly 
monster that is practically immortal most of the time. 


r? 


OUND ONE! 


# MONSTER 


I 


SKELEGQN 


GRIM AIDER B 


WT SKELEGDN 


FAMILY 

LVL 

HP , 

TAP 

ATT, j 

DEf. 

: AG II 

WJS 

j 8 PELLS & ABILITIES 

4 

20 

226 

30 

146 

108 

260 

134 

Oomph 
tyLigic Barrier 

@ 

22 

182 

141 

152 

113 

104 

186 

Btwm 

Kafizzle 









Fir-e Breatti 

Pa iso n Breath 

4 

20 

226 

138 

146 

103 

280 

134 

Chilly Breath 

Spooky Aura 

Sweet Bream 



6rlm lidiT 
_ Sl?gi*gon 



ROUND THREE! 











4 


FAMILY 

LVL 

HP 

MF 

ATT. 

OFF. ! AG 1L 

wia. 

artus a ftminca- 

# 

iyi u jMtj i un in>,n 





1 __ 





142 


HUNTER MECH 

C 

S 

24 

228 

12 

130 

172 

87 

114 

metal slash 

238 

n 

BLACK DRAGON 

S 

45 

26 

308 

20 

168 

163 

57 

138 

Inlerno 

Cold Blizzard 

Blast Slash 

205 

{&. 

KILLING MACHINE 

A 

a 

24 

258 

2D 

132 

167 

101 

119 

Helm Splitter 
Stupefying Strike 
Slowing Slug 


Bounce 



walkthrough 


































Clearing rank A of the Monster Scout Challenge has earned our intrepid scout the Semusoleum key, In order to challenge ranks t the 
scout must find the Medal of Merit, which is hidden somewhere in the Semusoleum- 































































WILD MONSTERS IN BEMUSOLEUM 



LOCATIONS DURING A CLEAR DAY 


I MONSTER NAME 
42 


AHEAD I I AREA 02 ASEA 03 


AREA 04 AREA 05 AREA OB I AREA 07 AREA 03 AMAM 



DRAKE SLIME 
MUMMY 60V 
GQODYBAG 
CANNIBOX 
SKELEGON 
METAL SLIME 
BUBBLE SLIME 
SKELETON 
MECUA-MYNAH 
PHANTOM FENCER 
HACKSAJRUS 
BODKIN ARCHER 
BONA CONSTRICTOR 
GARGOYLE 
WALKING CORPSE 
RESTLESS ARMOUR 
HUNTER MECH 
GOLEM 
CYBER SLIME 

|Q LIQUID METAL SLIME 
Q GRIM RIDER 
r :: : LIVING STATUE 

r | GRIPEUINE 

i€AXIOMS DURING RAINY WEATHER 

I 

""| DRAKE SLIME 
MUMMY BOY 
GOODYBAG 
. j GANtUBOX 
SKELEGON 
METAL SLIME 
RUBBLE SLIME 
SKELETON 
MECHA-MYNAH 
PHANTOM FENCER 
HACKSAURUS 
BODKIN ARCHER 
BONA CONSTRICTOR 
GARGOYLE 
WALKING CORPSE 
RESTLESS ARMOUR 
HUffTER MECH 
GOLEM 
CYBER SLSME 
LIQUID METAL SLIME 
GRIM RIDER 
LIVING STATUE 
1 GR1PEVINE 
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MDNS1ER NAME 


ABEADI I AREA 02 I AREA 03 ! AREA 04 I AREA 05 | AREA K | AREA *7 i AREA WEA1tl j W “ 1 !_ 
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m 

D 
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&D 
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WALKTHROUGH 





















MONSTERS 


4 

\t 

I & 




Ar 


t 


m 


DRAKE SLIME 

E 

<& 

■15 

142 

25 

120 

75 

138 

60 

439 

52 

ft 

Sizzle 

Rre Breath 

Inferno. Slash 

special medicine 

120 Slsmer 

180 Agility Boost 

211 Dim Ward 

MUMMY BOY 

E 

© 

17 

128 

38 

132 

90 

64 

77 

494 

35 

9% 

Paralysing Touch 

Sleepy Touch 

Baffling Bonk 

panacea 

'Positive Puller" {rare) 

122 Graveheart 

174 Attack Boost 

193 Don Is Ward 

GOODYBAG 

E 

0 

13 

146 

B4 

104 

72 

154 

226 

429 

315 

9% 

Kasap 

Sultry Dance 

wizard's penny 
wizard's shilling 

85 Enfeebler 

180 Agility Boost 

204 Ban Dance Wf : 

cmmx 

D 

0 

13 

132 

12 

149 

90 

73 

19 

519 

30 

ft 

Whack 

Venom Breath 

machine parte 

96 Fear-monger 

183 Wisdom Boost 

200 Raison Ward 

SKELEGON 

D 

4t 

ia- 

168 

34 

158 

124 

38 

12 

GB2 

64 

fi 

Rre B reash 

Chilly Breath 

jumbo Insulade 

46 Crack & Zam 

174 Attack Boos' 

190 Zap Ward 

METAL SLIME 

D 

6 

i 

4 

£55 

22 

&99 

£55 

too 

3072 

TO %> 

Frizzle 

seed of agility 
seed of defence 

120 Slimer 

180 Agility Boos! 

212 Dim Ward 

RUBBLE SLIME 

D 

A 

14 

78 

18 

112 

ISO 

27 

19 

427 

15 

n 

Boulder Dash 

Katmff 

Defending Cham pier 

rockbomb shard 
pinball 

23 Bang & Sje 

177 Defence Boost 

210 Sap Ward 

SKELETON 

D 

© 

17 

130 

35 

150 

115 

116 

84 

595 

21 

9% 

Weakening Wallop 
Stupefying Strike 

Deaih Dance 

Dimium 

Sag powder {rare) 

B5 Enfeebler 

174 Attack Boast 

190 Zap Ward 

MEC HA-MYNAH 

D 


15 

72 

120 

110 

157 

91 

35 

438 

35 

9* 

Decaleraie 

Accelerate 

Buffarine 

machine parts (rare) 

125 Bird Brain 

177 Defence Boast 

187 Bang Ward 

PHANTOM FENCER 

D 

© 

17 

152 

42 

129 

86 

105 

85 

527 

53 

fi 

Chan-irrg Slash 

Shade Slash 

Slowing Slug 

Stupefying Strike 

steel broadsword 

73 Wind Blower 

174 Attack Boost 

195 Blade Blunter Wr: 

HACKSAURU5 

C 

4t 

IS 

I4S 

30 

150 

98 

73 

30 

485 

85 

9% 

Singeing Slash 

Demon Demeaner 

waT hammer 

124 Dragon Lone 

174 Attack Boost 

205 Confusion Ward 

BODKIN ARCHER 

C 

% 

17 

122 

61 

113 

85 

117 

109 

471 

60 

9K 

Stupefying Strike 

Buff 

magic'elixir 
battle whip (rare) 

84 Mage Aid 

174 Attack Boost 

193 Donk Ward 

BONA 

CONSTRICTOR 

0 

© 

15 

102 

5 

116 

181 

75 

37 

481 

40 

n 

Whack 

Shadow Slash 

mistake medicine 
metal ticket {rare) 

84 Mage Aid 

163 Wisdom Boost 

190 Zap Ward 

GARGOYLE 

C 

# 

16 

128 

32 

128 

8? 

155 

65 

415 

39 

9% 

Gust Slash 

MulUslash 

Mercurial Thrust 

Kasap 

Oomph 

seed of wisdom 
seed of agility (rare) 

125 Bird Brain. 

174 Attack Boost 

212 Dim Ward 

WALKING CORPSE 

C 

© 

16 

270 

16 

135 

36 

87 

13 

492 

2 

9V 

Venomous Volley 

Venom Breath 

antidotal herb 
special medicine {rare) 

97 Bad Breath 

177 Detence Boost 

203 Gobstop per Ward 

RESTLESS 

ARMOUR 

C 

© 

17 

132 

35 

140 

144 

69 

71 

513 

62 

9% 

Demon Demeaner 
Double-Edged Slash 

zombiesbane 

m Anti-dragon 

174 Attack Boost 

205 Confusion Ward 

HUNTER MECH 

C 

0 

15 

126 

30 

132 

155 

m 

63 

515 

55 

9%) 

Psyche Up 

Gate Slash 

Singeing Slash 

MulUslash 

machine parts 
metal ticket (rare) 

90 Anti-metal 

177 Defence Boost 

195 Blade Blunter Wa" 

GOLEM 

C 

0 

19 

136 

30 

140 

125 

35 

63 

448 

37 

9% 

Psyche Up 

bronze bit 

Iron hammer (rare) 

128 Materialist 

177 Defence Boost 

205 Confusion Ward 

! CYBER SLIME 

C 

6 

16 

120 

23 

120 

103 

86 

160 

409 

25 

9 V 

Metal Slash 

pinball 

machine parts (rare) 

86 Saboteur 

163 Wisdom Boost 

13d Abil iterator Ward 

LIQUID METAL 

SLIME 

C 

6 

1 

12 

255 

74 

m 

255 

152 

30072 

40 


Frizzle 

seed of agility 
seed of defence (rare) 

188 Bombardier 

160 Aglllly Boost 

199 0azse Ward 

GRIM RIDER 

B 

@ 

17 

144 

5 

127 

75 

190 

31 

60S 

20 

9 

Mercurial Thrust 

Midheal 

holy lance 

100 Assassin 

174 Attack Boost 

195 Blade Blunter Ward 

1 LIVING STATUE 

A 


17 

220 

19 

148 

141 

22 

31 

938 

52 

f 

Boulder Bash 
Selflessness 

seed of life 

92 Barricade 

174 Attack Boosl 

192 Sizz Ward 

GRIPEVINE 

A 

• 

n 

515 

38 

171 

117 

84 

57 

1B50 

72 

% 

Kasnooze 

Venom Breath 

moon wort bulb 
seed of skill (rare) 

106 Ninheim 

180 Agility Boosl 

200 Pn-lson Ward 
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OBJECTIVE 


Search for the Medal of Merit. 



BEMUSOLEUM IN DETAIL 




ODD PAINTING 


AREA 2 


MAP KEV 

0 

Leaf node 


Healing stone 

© 

Zip portal 


□ 

□ 

Reef chest 

Clear sk&es 


Raining 



The huge»mil painting found in area 02 wit! be important later ... 


This hidden min is basically a proving ground, filled with tough monsters, 
crumbling architecture, and lost technology. Traps abounch-domt trust ev¬ 
ery treasure chest as most of them turn out to be trap boxes! Throughout 
the area, deteriorating infrastructure forces detours, as primary pathways 
are cut off by collapsed walkways. Several doors are sealed shut initially, 
too. The scout must find another way to open them. 


From the initial area, after a detour through area 02 r the scout can find 
colored, sealed doors, along with two yellow buttons. 



Pushing in both yelfow buttons opens up the yellow door — surprise* Could it be that 
colored switches also open the earlier doors? 


Beyond the yellow door, in area 03, is a contingent of cyber slimes sur¬ 
rounding a gigantic mechanized monster. The monster is protected by 
some sort of barrier, which also blocks the way forward. The side cubbies 
of area 03 house strange teleporters, which each instantly whisk the user 
to a remote location. From the teleporters in this hub chamber of sorts, 
you can access areas 
04 through 07. Colored 
button pairs are split 
between sides so that 
the matching buttons 
on each side must be 
pressed in tandem to 
open certain colored 
doors. 





































































HAP KEY 


m p m 




AREAS 4 AND 5 DUfl'NG SUNNY WEATHER 


BRIDGET0 
PUSH DOWN 


TOAREA3 


AREAS 4 AND 5 DURING RAIN 


Scout stone 


Liquid Metal Slime 
Slue cfiest 


TO AREA 3 


TO AREA 3 


AREA 4 


AREA 5 



The southwestern-most teleporter in area 03 leads to area 04. The other 
two teleporters on the west side of area 03 also lead to areas 04 and 05, 
but during dry weather, they only lead to impassabie dead ends. By taking 
the southwestern-most teleporter, then following through areas 04 and 05, 
you can find the first red button in area 05. 

Don't miss a chance .to take a crack ataitqwd metalsSmpst beyond where toe 
scout finds the first red button, 




BLUE BUTTON 


RED BUTTON 


TO AREA t AREA8 


TO AREA 3 AREA 6 


TO AREAS AREA? 


TO AREA 3 AREA 6 


METAL 

TICKET 


AREAS S AND 7 DURING SUNNV WEATHER 


AREAS &,7 AND ID DURING RAIN 




























































































_::.ate the second red 
:_~on by first traveling 
:: area 06 to access the 
^pty aqueduct lead- 
-g to area 07. When 
:-::h red buttons are 
messed, the red door 
- area 01 opens! This 
: niy possible during 
ary weather, when the 
= deducts are barren; during rainstorms, the aqueducts fill up and allow 
::eess to the blue buttons (and thus, the blue door) rather than the red 
:nes. However, rain won't occur here until you've already completed the 
z-aa once. 



‘ the newly opened area 08. 

: arhaps there is a solution to take 
::wn the giant guardian’s impas-s- 
aoie barrier. Use Zip to travel quick’ 
back to area 01 to investigate. 

From this point in the story, several 
mss fights occur more or less 
iick-tO’back, With a stable party 
of monsters in the range of at least 
evel 20-25, these fights should be challenging, but very wirmable. 



SAGITTAR 


So it turns Dut that this monster is named 
Sagittar. Fighting Sayillar is like fighting the 

overkttling machines towering _ 

daddy - Sagittar also attacks 

more than once per round, and 

it usually hits every ally. The 

automatic crossbows it wields H 

allow it to output a tremenduus io 

volume ot physical attacks. I 


Naturally, just as in the 
right against the overkilling 
machine, Sagittar s physical 
attacks make Kabul! a must. 
The little hits just add up too 
quickly otherwise 


Thin Air is the biggest magical j ' ~~ f : •' " : '" 

threat from Sagittar. Have a 

monster ready with Muttiheal and keep HP levels up to weather 
the storm. 


K HP 

NIP 

ATT, 

OEF 

AGtL. 

WiS. 

EJtP 

GOLD 

SCOUT 

1 1560 ! 

255 

[ 172 

j 115 

| 125 

158 

8500 

j 2770 | 

- 1 



OVERKILLING 


§ RANK 


This automated delense droid is 
responsible lor keeping the much larger 
guardian s shield active. On its own, 
though, the overkilling machine is 
enough of a problem. Like almost all 
bosses, the machine can attack multiple times 
per round against all friendly monsters, and 
tl uses powerful abilities. In particular, an 
overkilling machine using Lightning is ca¬ 
pable ol dishing out over 100 damage to every 


A Little Backtracking 


■ Donk, Kadcnti, Blizzard Slash, Htlm Splitter, Thin Air 
r; machine parts 

- ‘... Double Trouble. Hit Squad, Grand Slammer 


Once the scout has defeated Sagit¬ 
tar and has explored area 09, it is 
time to return to Don Molo to see 
what is waiting in the final round of 
the Monster Scout Challenge. 


allied monster. Using at least one taping or Kabuli (preferably both) 
is crucial Id keeping damage at sustainable levels. 


Once youfoe dcfault'd Sag it tar, rain starts lo occasionally, fall m ttemmcleum 



like in arty other region. Owing min f 
with fioothviUers^ a nd slightly dtfferen 


paths t 


rW in Eemmokum 
open between arms 04 and 


. Dragon Slash ; Helm Splitter, Multi&ash, Lightning 
'■■■ machine parts 

• Double Trouble, Hit Squad 




With the overkilling machine 
destroyed, the barrier is lifted from 
the enormous guardian, 



05, and areas Oh and 07. Elm hut- 
tom arefound during rain, rather 
than the red buttons in the sun. Push 
bath buttons to open the 'way to area 
11, where you can find Vanish, a new 
Scout mg S&illf 






































WALKTHROUGH 



MUNSTER SCOUT’CHACtENGE RANK S 


Back at the Arena, Don Mole and company are finally ready to pull back 
the curtain and show the wizard making the noises behind the scenes. 
This competition has far higher stakes than just propping up monster 
scouts in glory... 


This round of the Monster Scout Challenge works differently than the 
others, instead of only issuing tactics to monsters and being unable to use 
items, orders can be given and items can be used like during any normal 
battle. Also like any normal battle, if alE monsters are knocked out. hah of 
the gold on hand will be lost. 



DON MOLE 


The mole king is a fierce fighter too 
He takes three turns tor every turn 
the allied monsters lake, and he uses 
strong physical attacks and some 
buffing abilities. His Meditation in par¬ 
ticular can be annoying, erasing lots of 
damage progress in one cast. Keep Kabutf 
and keep plugging away at the godfather 


an all allies. 


r 

HP 

NIP 

ATT 

DEF 

AGIL 

wiS 

EXP 

{HOLD 

SCOUT j 

L 

920 

76 

253 

156 

1 131 

| 200 

| 2772 

! 50 1 

- 


Sultry Danes, Psyche Up, Meditation, Multifists, Fuddle Dance 
machine parts 

TRAITS Tactical Gonius, Heckling Hector LV 


29 



CANZAR 


X • Rank 


crab-siime-tbmg is kind of 

incredible ll s not the fast boss, but it does represent a lest ol 
everything up 1o ttiis pint. Canzar is durable, tremendously powerful, 
and can even withstand a single hit that would otherwise spell deteat 


Boulder Bash is the strongest 
individual attack Canzar can 
conjure, but its normal swings 
are plenty dangerous, tan. As 
with most other bosses. Butt 
or Kabutf is basically a 
requirement The catch here 
is that Canzar uses Disruptive 
Wave to erase allied buffs. 
After Disruptive Wave strips 
Butt reapplying it is absolutely 
the most important thing to do 


to sifppl&flCfit i vfatotost' inftGt& ltBSliny 
abttittes ; fte adtfv v monstm s 


When Canzar s HP is finally reduced to 0. ft will survive a single turn 
with 1 HP If any substitute monsters are alive and need some easy 
EXP that they didn't really earn, switch them in for the final blow. 


HP MP ATI DEf AGiL WIS FXP COLD SCOUT 


| 1550 | 255 1 £08 j 133 [ 96 | 136 | 1Q89Q | 550 | — ] 


Like other Monster Scout Challenge ranks, there is no chance to rest 
between battles. 


Slime Ouik, Chilly Breath, Bmjleer Bash, Mist Mu, Disruptive Ways 
RE machine parts 

Double Trou hie, Hit S quad r Gran d Siam m er, C lose Scrape r 


33 


After the scout defeats Canzar, the scout can access another area by 
traveling back to Bemusoleum. There, in area 02, inspect the big painting to 
uncover the next area, the Necropolis.,. 



There are lots of diversions by now — exploring rainy Bemusolenm; 
picking fights with big baddies like gigantes, wormonger, and 
missing lynx; working on Marsha’s Monster Scout Proficiency 
Test; or just working on the stable of monsters in general. During 
the rain, that list gains an unexpected addition: being attacked by 
the pirate Captain Crow! 


This lawless monster scout unleashes monsters from his mangy -" 

menagerie to attack unexpectedly when entering rainy regions. If Captain Crow wins, he’ll abscond with whatever gold was on the scoutl 
Keep gold deposited in the bank inside the Albatross regularly, and always he ready with at leas! a few heavy-duty monsters In order to beat 
back the captain’s unexpected raids. 


AVAST! 


72 




























AREA 14 


AREA 10 


AREAS 


AREA 13 




AREA B 


AREAS 


AREA 1 


AREA 12 


CHAPTER 
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WALKTHROUGH 




MONSTER NAME 

AREA 

01 

AREA 

02 

AHEA 

D3 

AREA 

04 

AREA 

55 

AREA 

06 

: AREA 
07 

! AREA 

m 

AREA 

D9 

AREA 

IB 

AREA 

11 

AREA 

17 

AREA 

ia 

AREA 

14 

53 

DANCING FLAME 

- 

- 

- 

— 

- 

- 

- 

- 


' 


D 

D 

—* 

103 

SILVA PITH ECUS 

®&D 

D 

- 

| - 

- 

- 

- 

- 

- 

- 


- 

— 

— 

1 127 

GARGOYLE 

D 

•a 

| ©&» 

_ 

- 


- 

- 

- 

- 


- 

- 

— 

152 

LIQUID METAL SLIME 




D 

• 


D 


“ 

© 

©sD 

— 

&D 

— 

155 

gryphon 

- 

— 

- 

- 


- 

E> 


- 

- 

- 

- 

— 

— 

164 

FIREBIRD 

- 

- 

— 

- 

- 

- 

- 


- 

- 


®sD 

®aD 

— 


MAG MALICE 

- 


- 

- 

- 

- 

- 

- 



- 


o 

— 

166 

LETHAL ARMOUR 

- 

- 

- 

- 

O&D 

- 

©£D 

- 


©& D 

c 

- 

- 

- 

167 

PHANTOM SWORDSMAN 

- 

- 

- 


- 

- 


- 

- 

sD 

mo 

— 

— 


168 

SKELETON 

- 

- 

- 

- 

- 

- 


- 

- 

-] 


- 

- 

— 

g 

DARK SLIME 

+&» 

©ftD 


- 

- 

- 

- 


- 

- 

- 

- 


— 


TYRANTOSAURUS 

- 

- 

- 

— 

© 

- 

© 

- 

- 


- 

- 

— 

— 


GRIM RIDER 

- 

- 

0 

& 


- 

- 


— 



- 

— 

— 

□ 

MIMIC 

- 

- 


- 

- 

- 

- 

- 


©aD 

- 

$&D 

— 

— 


ARCHDEMON 

- 

- 

- 

- 

D 

- 

D 

- 

- 


- 

- 

— 

— 

m 

DARK SLIME KNIGHT 

© 

© 

© 

• 

— 

- 

- 

- 

- 

- 

- 

- 

— 

— 

191 

FRIGHT KNIGHT 

_ 

- 

- 

E 

D 

- 

- 


- 

- 

- 

— 

— 

— 

m 

DRAKU LARGE 

- 

- 

- 

- 

m 

- 

- 

— 

- 

- 

— 

- 

— 

— 

197 

GIGANTES 

- 

- 

- 

_ 

•*[> 

- 


f 

- 

O 

— 

•*D 

•Al 

— 

199 

DEMON-AT-ARMS 

— 

— 

- 



- 



- 

- 

- 

- 


~ 


WILD MONSTERS IN NECROPOLIS 


























































CHAPTER 


JSTERS 



DANCING FLAME E 


GARGOYLE C 


: .% LIQUID METAL 
.-*** SLIME 


GRYPHON 


FIREBIRD 0 


LETHAL ARMOUR B 


PhiAMTOM 

SWORDSMAN 


i 


| 

B 


SKELETON 


DARK SLIME 


GRIM RIDER B 


m MIMIC 


m ‘ 

ATT. I 

Dtp j, 

AGILJ 

WI5 

EXP 1 GOLD 

SCGlfT |l 

SPELLS A ABILITIES j TREASURE 

SKILLS 

28 

149 

155 

146 

93 

773 

70 

¥C 

Fire Breath 

Inlerno 

Inferno Slash 

Insulade 

jumbo jneuladflfar*) 

71 Firefighter 

177 Defence Boost 

197 Ice Breath Ward 

45 

158 

164 

172 

132 

635 

84 


Kafrizz 

Kamikazes 

Kafizzle 

wizard’s shilling 

123 DtsbCliSt 

183 Crafty Sagae: 

190 Zap Ward 

32 

146 

148 

133 

68 

752 

39 

*%) 

Swoosh 

Multislash 

Kasap 

Gust Slash 

Mercurial Thrust 
Oomph 

steel broadsword 
seed of wisdom [rare! 

125 Bird Bram 

174 Attack Boost 

202 Fizzle Ward 

255 

74 

999 

255 

152 3D072 

40 

V 

Frizzle 

seed of agility 
seed of defence (rare) 

108 Bombardier 

130 Agility Boost 

199 Dazzle Ward 

144 

174 

112 

196 

238 

1070 

93 

¥ 

Dazzle 

Gust Slash 

anti magic powder 
s-pecial medicine (rare) 

87 Anti magic 

103 Wisdom Boost 

194 Abil iterator Ward 

. 32 

180 

140 

155 

115 

923 

40 

¥ 

Fire Slash 

Fire Breath 

Yggdrasll dew 
razor claws (rare} 

52 Sizz £ Tap 

180 Agility Boost 

196 Fire Breath. Ward 

i 48 

196 

136 

55 

36 

1043 

50 

V 

Frizzle 

Fire Breath 

rockbomb shard 
seed ort defence (tare) 

91 Boteterer 

177 Delon ce Boost 

193 Donk Ward 

! 38 

170 

:9G 

154 

183 

755 

25 

¥ 

Kasnoozfl 

battleaxR 

114 Cold Steep 

183 Wisdom Boost 

199 Dazzle Ward 

) 39 

188 

156 

210 

194 

554 

55 

¥ 

Singeing Slash 
Mysterian Mauler 

zombie&bane 
elfin elixir (rare) 

37 Wpasli & Zam 

174 Attack Boost 

105 Blade Blunter 

Ward 

1 10 

133 

175 

166 

m 

842 

45 

¥ 

midheal 

sage's elixir 

77 Healer 

174 Attack Boost 

209 Poison Ward 

S 30 

155 

136 

118 

66 

605 

30 

¥ 

Zammle 

Hocus Locust 

"Neutral Ground” 
metal ticket (ram) 

105 Muspell 

183 Wisdom Boost 

191 2am Ward 

7 52 

198 

154 

98 

84 

1090 

99 

¥ 

Inferno 

Helm Splitter 

giant wrench 

99 Guerrilla 

174 Attack Boost 

197 Ice Breath Ward 

9 15 

170 

163 

ZOO 

as 

916 

65 

¥ 

Battling Bonk 
Midheal 

Kazing 

holy lance 

100 Assassin 

174 Attack Boost 

202 Fizzle Ward 

6 34 

168 

153 

146 

82 

1193 

76 

V 

Sweet Breath 

machine parts 
special medic ire (rare:- 

113 Nightmare 

177 Defence Boost 

212 Dim Ward 


: ARCHDEMON 


DARK SLIME 
KNLGKT 


191 

♦ 

FRIGHT KNIGHT 

B ® 

194 

a 

DRAKU LARGE 

B 0 

197 

0 

GIGANTES 

A *8* 

199 

jjs, 

W- 

DEMON-AT^ftMS 

A ^ 


B H 1 

R # £5 426 96 £06 161 150 124 1406 115 ^ 

^ Kaflzzle 

• j-, r in, „ n am Zammle 

B 6 » 2B 164 1»B 170 37 658 33 * shadow Slash 


I Chilly Breath 
Blizzard Slash 


_ * Psvcne Up 

25 583 80 2t6 204 115 104 I486 80 1 Merno 


20 755 18 258 76 50 37 3480 14 I Hatchet Man 
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WALKTHROUGH 



NECROPOLIS IN DETAIL 


The Necropolis is an underground labyrinth filled with stout monsters 
roaming a subterranean landscape that twists and turns back on itself 
repeatedly. Areas 01 and 02 are navigated just by following the 
circuitous route forced by the layout. The monsters here are tougher 
and higher-ranked than the monsters in almost all other places before, 
so hunting normal monsters here provides the EXP that metal slimes do 
elsewhere 1 Of course, the liquid metal slimes roaming here in area 02 and 
area 11 are the grand prize—you receive over JO.fOTEXP to split between 
monsters by knocking one out! Liquid metal slimes have several times 
more HP than a normal 
metal slime, giving 
them more time to 
withstand a barrage and 
consequently more time 
to flee, so a little luck 
is required in snagging 
that EXP windfall. Pile 
on the pinballs, Anti- 
metal skill attacks, 
multi-hitting monsters, 
and metal/obsidian 
weapon strikes to take 
them out before they 
make haste away from 
bailie. Liquid metal 
slimes even appear 
occasionally during 
your encounters with 
other monster species, 

In area 03. the way forward is revealed when the scout takes a ramp down 
to the lower level courtyard. A teleporter is tucked away down there. 




SCOUTING SKILL: VANISH 


While revisiting Bemusoleum in the rain, you can 
acquire the Vanish Scouting Skill; This skill 
cloaks the scout, preventing monsters from 
seeing him. Combat can still be started, but 
its on the scout's terms, since monsters 
won’t even know to give chase. 

Vanish disappears after battle or 
after traveling to a new area, but 
It can be reap piled as needed. 

(Mo trek back to the Albatross is 
necessary to recharge Vanish,) 

This skill can be invaluable in the 
Necropolis, with its winding roads 


and numerous foes, or in helping r 

the scout just explore previous regions without being unduly hassled, .t s 
also great far sneaking up on metal monsters without them realizing it! 
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The Monster Mender 

Area 04features pathways that tram around a central, strongs eJ&wtftir shaft. 

The smut can hop from pathway to pathway using slides that appear to he 
made from projected light. The central elevator itself leads to area 05, hat tforif 
*r so hasty to move on. Cheek the green teleporter near the elevator fir* f to 
teleport hack to a Mocked section of area OJ that contains a new tool, the Monster Mender! This Scouting Skill shows up as a new km on the bottom-right ofthe 
menu. The Monster Mender revives every monster while filling HP anti MR and it can he used up to three times in between hips hack to the Albatross/.d lot of 
rtsonree headaches just disappeared} and it couldn't have occurred at a more yortvenimt time- 





Long corridors patrolled by lumbering lethal armours and tyrantosauruses 
marfc the way here. Big colored slabs of stone fill entire hallways, but they 
can be opened like any door A few doors, marked on the maps here, are 
hidden! Behind these doors lie several treasure chests, so It’s worth taking 
the time to detour to the small hidden rooms adjoined to areas 05 and 07. 
The most important one doesn’t require a detour, though—find the path to 
the obsidian sword in the southwest corner of area 07. 



This sword Is super strong end virtually assures hits against mmt targets . 
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Enemies here are tougher than ever, including the drakularge and its 
powerful inferno spell. However, the only monsters that will actively try to 
rush down the scout to start combat are the skeletons and the phantom 
swordsmen, so don't be too scared when navigating rooms filled with 
wall-to-wall tyrantosau ruses, archdemons, and gigantes! Later on. after 
you have found the Zip Portal and there are more options for getting 
around the Necropolis 
easily, this is one of 
the most excellent and 
most intense sections 
in which to level up 
monsters and scout 
new ones. The first time 
through, though, it's 
best to press on and 
at least get to the Zip 
Portal first, rather than 
risking depletion of the 

:.V 

party prematurely, 

fe rew/enaie all monsters for ftm. without using items 


or MP or Qtiw abilities, 


Ranking Up 

Ax-tv previous regions, the appearance officii* mamttrr here opens up> new 
branches on the Mte qfsynthesis* The opportunity to sta rt pmdudngA rank 
morntrrsfrom the (hopefully) B ranks in thrparty before ultimately midis in 
a much stronger stable. 

Scouting here is tough ax it comes, with most mom ten usually returning a 
single-digit percentage res alt on cold scouting attempts, even facing down 
powerful fdHes Use spells like Qampble to boost the attack potential ofaUUs 
ami employ abilities like Helm Splitter to reduce the defence of the dr sired 
monster (without knocking it out, of course). Putting the monster to sleep or 
otherwise immobilizing it ton help, as well. Most of scouting success is deiced 
from the allied 'party's attack against the u muting target V defen ce, j Influence 
that, and the scales of wanting am be tipped# little mare favorably toward the 
smut. Finally, level matters, too., High attack ratings or not, monsters that 
are far lower m kmd than an intended target are probablyjust not going to cm 
it for scooting. 



MAP KEY 


Mineral nude 
Healing stone 
Zip portal 
Liquid Metal Slime 
Blue chest 
Red chest 


AREA 14 


Failed j coming attempts in which the monster lakes qffhttsr simply become 
opportunities to win a battle for EXR which one can never have too much of. 
So don't get disappointed if a monster chides capture many limes in a row ... 
The battles on the road to its successful capture result in a stronger group of 
monsters anyway, 
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Gigantes roam the areas 10 through 12 just as casually as lesser 
creatures. In area 13 r the diabolical deoil on-at-arms phases in and out of 
existence at several different points on the top floor. This ethereal beast 
Is the subject of Marsha’s highest-level Monster Scout Proficiency Test 
the scout must present a demon-at-arms, whether by scouting or 
synthesis. Demon^arms (and the gigantes found here and elsewhere) 
is an A rank monster. This area also houses the Zip Portal and another 
Healing Stone, If there are preparations to make, do them now, and save the 


game before moving on... 




Warrior’s scroll 


Present a demon-alarms. 


r frt i/i Doubthack 


Meanwhile* if missing lynx and warmonger still roam 
and Trepidation* gigantes and demon-at-artm nerve -1 
too. If the alpha monsters litre are manageable, fed free 
those regional overlords in their dens while they sleep. {Confronting them 
head on while they actively roam their territories, on the other hand ? Slit, 
an impossible proposition! And those gigantic monsters cannot he scouted. 
Or, at least not yet...} 


It s no c&inrideme that the Zip turn i 

Portal in the Necropolis leads to 
area 13. This room is basically a 
proving ground for hut ties to co me. 

It naturally provides for a number Liquid m< 

of needs at this point. Although L—- 

it i vi/lprobably be tough and require several trim 
demon-at-arms ami a gigantes is highly recomnu 
arms allows all*f Marsha i tests up until now to 


MONSTER SCOUT PROFICIENCY TEST 


REWARD 


CHALLENGE HUMBER REQUIREMENT 


The entity ahead ts tremendously powerfu l, making pale shadows of any 
threats faced before. With so much possibility andfimhiHty with how 
parties can be constructed, and from which monsters and at what levels 
ami ranks, its hard to peg a minimum point for facing the Divine Battler. 
But as a conservative minimum, a well-rounded parly of synthesized, 

_ 4 ,// /rf«* their eariv-to mid-?Ms is recommended. IFith 




be.needed in order fo proceed, but 


Some majoi 1 upgrades, fo tbs main party tps) 
luckily , dds is josltbe place to do it 
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BUILDING A BETTER ARSENAL 


'here are plenty of blue treasure chests arounfl the Hecropolis. Occasionally as the scout js advenlunna intiis ancient tomb 

building up allies and scouting new ones, the party becomes worn out. Drained of MR and out of MDMr Mmder use, T iss 
the time to Zoom back to the Matrass, There, not only is everything restored, but all the blue treasure chests m the Necr pohs 
are reset as well! Be sure to check convenient blue chests on each "lap" back through the Necropolis, end soon, you can oeaosi 
enough machine parts into the Malms *s Item Vendor in total to unlock incredible, previously unique weapons for reguar 
purchase, like the obsidian sword and the miracft nra.let! It*difficult to have collected and deposited loo many machine parts. For 
now, you can deposit up to 23 machine parts, Eventually? Up to 162.., 


D MALEVOLYNX 

'■Mi 


decides to use Lightning 
15O-Z0O damage or mm 
let him dish out the pain, 
up to two actions per mm 


his sheer damage output. If he 
friendly monster is likely lo take 
r plain ofd physical attacks also 
one at once. He can also take 
s can have a turn that leeks like: 
j Storm 


If any members that can use a l 
miracle mallet are along for the I gL+ ^ 
ride, that can simplify things I 
greatly This hammer received I / 7 

earlier in the Monsler Seoul J ^ 

Challenge (and also available r : ;^" .‘ r 

tram the item vendor on Ihe ^ . P 

. *' > 

A tbatross ©nee enough mac bine wi j&r Jru 

parts are deposited), absorbs 

hall the damage it deals, up to a ' - 

limit of 100 HP. At this stage, any 

competent monster backed by 

Domph(fe) and using a miracle mallet is practically assured 
healed 100 HP per turn just for attacking. 


of being 



The soiirtion is to bring along buffing allies that can augment the parly 
to keep damage as manageable as possible, and lake along healer 
allies that can repair damage after il happens and heal the others. At 
the very feast. Kabuff is a requirement. After thal, Raping and Magic 
Barrier can also help to keep monsters healthy At least one party 
member should be able to focus on heating exclusively if needed, and 
against MaJevolynx. stuff like Midheal is not going lo cut il. Muitihea! 
is needed at 3 minimum to keep up with the Divine Battler. He can 
also potentially paralyze the entire party with War Cry, with obviously 
devastating results. Having monsters present That can remove status 
ailments is also crucial 


1 HP MF »rr DEF ABIL WIS. 

EXP 

GOLD 

SCOU^I 

_!_ 1 ? | ? | ? | ? | ? 

i > 

LO 

? 1 



It s not just as simple as buffing ^ 

and going at it. though as 

Malevolynx can wipe out alt the '11^ 

huffs at once with Disruptive * 

Wave' He'll do this often and Ihe ? 

only Hung lhal can be done is to j r J 

f|i)i|iLl i I f // _ 

least Kabuff is easy on the MP. -=-^35 

but watch the supply of monsters using Domphle and ether, more costly 

huffing spells. The most dangerous thing that can happen with Disruption 

Wave Is if Mafevolynx uses it first during a turn, then immediately 

follows with Lightning Storm or a luf( party physical strike Recovering 

afterward might involve having to use items as well as spells and 

abilities to heal, re buff, and possibly revive any casualties. 


In addition to having your 
party use Ocmphle, note that 
Mafevolynx is susceptible to 
having his defence reduced with 
Helm Splitler and the like. 


War Cry .Lightning storm, Sou nee. Disruptive Wave Multilists 

- 

Hit Squad. Tactic Genius. Grand Slammer 


LV 
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iter the scout has defeated Malevolyrix, many secrets and surprises await. After learning many new things in the 
'.acropolis and the Arena, it's time to return to the Albatross. Here, speak to Rory to finally head to the Monster 
Scout Challenge our stowaway scout was shooting for at the very beginning! The only thing that matters before 
setting out is the monsters in the main party, so place the most powerful monsters available (along with at least 
:ne healer) in the main party, and then head on out, 








— 






The preliminary rounds of the Monster Scout Challenge are formalities— 
me scout and his monsters are so powerful to come this far that playing 
them out isn’t necessary. And after coming so far and growing so much, 
it's only fitting that the opponent in the finals is who it is. 




Having a healer along is vital, as the only thing the scout can really do to 
influence the battle, apart from setting tactics, Is picking the finals team 
in the first place. Having a monster along that uses Multi heal or Omnihea! 

in dire situations is 
invaluable against the 
damage output of these 
two bruisers. But. apart 
from that, it’s mostly a 
matter of just enjoying 
the show. If the party 
was capable of taking 
out Malevolynx, these 
two should fall easily 
enough, as well. 



After winning in the finals : enjoy the ending sequence and the credits. The 
game is over! 



Wait, IS the adventure over? No, it isn 't! Save the game when prompted pcstmm 
and load Ute save for mom scooting exploits! The adventure isn't over fry a long ; 


is before, (he ONL V thing a monster scout can do in the Monster Scout Challenge is 
change the tactics ot monsters on the field. /Vo items, no orders, no substitutes! 



Atlas is basically 
a gig antes, but 
mumboh-jumboe 

is a boss In his own 
right, capable ot 
multiple attacks per 
turn against the whole 
allied party. 
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POST-CREDITS AND 
THE DARK WORLD 


With the Necropolis cleared, the story is complete! Or is it... ? Actually, even though the credits just rolled, there is still plenty to see and to do. 
In a nutshell: 

* The Albatross has new features, thanks to beastly crew additions. 

* There's a new tournament in the Arena, and Marsha has new tests, too. 

* Leonyx offers a rematch. Triumph, and he opens the way to a new region, the Dark World. 

And that hellish region itself offers access to the halcyon Land of Light. 

' Thanks to Leonyx, giant monsters are now fair game for scooting. Watch your heck, wormonger. 

’ Other happenings are afoot, as well... An otherworldly seemingly divine or extraterrestrial family of 
monsters, the fncarni can now be found in the right places. And the old man Eugene has lound within 
himsell renewed vigor, and he wanders the countryside looking (or monslers and challenges. 

Meanwhile, there are rumblings from the cave mid-way up the slopes of Cragmation... 
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The ea&taii)s treasure chest on tha bridge is finally unlocked, and you can find 
b&astie bites inside. This new disposable item increases the odds of scouting 
success by 10 %, 


This time, the Albatross lands 
under its own power, rather than 
being forced to crash, 


The crew soon leaves for the Arena in Ddubtback, excited for a new 
Monster Scout Challenge event. With the human crew gone, friendly slimes 
take over the manning (or sliming?) of the ship. 
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DSue slime near the item vendor can advance 
: me whenever desired. II its day, the slime can 
make it night, and vice versa, Nearby, among the 
inches, a liquid metal slime sells metal tickets to 
iicess the metai menagerie for 10000G a pop: 






A hook that bestows the Attach Boost skill. 


"Brawn Over Brains" 


A book that bestows the Defence Boost skiII. 


Attack +72 / Effective against dragons 


(Jraaonst'liQht 


(1,1 Sx damage; 


Attack +45 / Rather effective against dragons 
(1 05x damage}. 


Attack +60 / Effective against beasts and naturalists. 
(1,15x damage} 


forester's axe 


25000 


marauder's maul 


Attack 430 / increases defence. 


Attack +42 / Deals damage to all tinenriies. 


dragontail whip 


Attack 451 / Highly likely to lard a hit against metal 


metal talons 


monsters. Increases agilfty by 29. 


Attack +47 / increases wisdom by 33. 


staff of darkness 


Rmy has updated the item vendor^ and all kinds, of new weapons and items are avaUabh. Ihe catch > of coarse, 
is that the machine requires much more raw material to make the new and improved weapons so many more 
machine parts must be dumped into the receptacle to access the new spoils. A la chine parts need to be deposited 
by the dozens to access the upper tiers of tools. 


Since the boss-type creatures reappear after the credits, ten tickles arc also regenerated in Unshore. Defeat ait Ba ll IfiiHH 

the ten tickles fir emygmmnteed machine parts, then “cycle 'the khctfomitri by either defeating it or scouting 

and synthesizing it to regenerate the tent f cldcs. Apart from tb#t r Seek out machine per is just as before, in blue 

treasure chests and after battles with certain monsters. The list for item fieri prior to these is available in the Albatross chapter 


AVAILABLE AFTER DEPOSITING 174MACHINE PAI 


AVAILABLE AFTER DEPOSITING 34 MACHINE PARTS 


AVAILABLE AFTER DEPOSITING 162 MACHINE PAF 


DESCRIPTION 


! 'Lite in Ihs Fast 

l_ar:L: 

A bgck that bestows the Agility Boost skill, 

2000 

: "Knowledge is 
Power 

A book that bestows the Wisdom Boost skill. 

2000 

zombiesb light 

Attach +67 / Effective against the undead 
[1,16k damage] 

10000 


AVAILABLE AFTER DEPOSITING 

7# MACH 

1I\1E PARTS 



PRICE 



HAME 



o 

j seed of skill 

[ Allocates; 3 skill pcinlc to a single ally. 

iQGO j 

m 



5000 


dragon slayer 

j Attack +66/ Highly effective against dragons 
(1.2x damage). 

17500 

% 

h&rc spear 

Attack +62 

| 16500 j 

C? 

j ranger's axe 

lArtack 490 / Highly affective against beasts and 
naturalists. (1.2x damage 

: 39000 

£> 

i warlord's hammer 

Attack. +53 ,' Occasionally crushes fees in a single 
blow._ 

. 17000 

3 

' scourge whip 

Attack +58/ Deals damage to all enemies, 

18S0Q 

# 

tSr' 

l 

Attack +64/ Highly effective against demons. 

1 2x damage: Increases agility by 30. 

34500 


j sage's staff 

Increases wisdom by 46. 

7500 





BB 

s 

'The Healing Touch"! 

A honk that bestows the Healer skill. 

3000 

:3 

| "Secret Sorcery'" 

A book that bestows tk Mage Aid sun. 

3000 


zombie slayer 

Attack +81 / Highly effective against the undead 
|1.2x damage). 

17000 

% 

giant 's sword 

A,flack +90 

30000 

j? 

| halberd 

Attack +57 

~ 7100 

C? 

* king axe 

Attack +S1 

16000 

a 

[spited steel whip 

Attack +46.'' Deals damage to all enemies. 

1 9200 

# 

[gryphon talons 

| Attack +77 f Raises agility by 40. 

I 12000 



1^1 Multi Medicine [ Restores 30 HP to all ailies. 

600 

fft “Neutral Ground" 

Lures +/- monsters Into battle. Ttie effect wears off 
after the battle, 

3150 

i wizard's shilling 

[increases aIJ allies' resistance to enemy magic, 

960 

Sjj silver broadsword 

Attack +62 

930 

' hunter spear 

Attack +40 (Rather effective against beasts 
(1.05 k damage). Makes critical hits easier to lane. 

4400 

uatlleaxe 

Attack +52 

6700 

§*] grant wrench 

[ Attack +49 / Increases defence by 13. 

7300 

4^1 chain whip 

Attack +35 1 Deals damage to alt enemies. 

4000 

5500 

.steel claws 

Attack +43 ! increases agility by 26. 
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Head to the Arena to see what the fuss is about, and the scout soon 
receives some interesting news from Don Mole, Yet another tournament 
is about to begin, but rot quite yet. in the meantime, a certain towering 
someone waiting hack at the end of the Necropolis wants a word. .. 

After the scout speaks to Leonyx and returns to Don Mole, the True 
Monster Scout Challenge is ready for entry! In the chamber adjacent to 
Don Mole, Marsha also offers new Monster Scout Proficiency Tests 






Leotiyx also offers a rematch with the real him, now that he 's no longer addled by 
corruption this battle is certainty on the thoeraty, out it 's probably a little premature 
to attempt it right sway, Winning the battle opens the wny to the Dark World .., 



Ijter the credits and the return to the island, Marsha has two final Profs tiemy Tests to ru 

i CHALLENGE 

- _ ! NONWEH 


H0. Scout Test Memo 1 1 


For Monster Scout Proficiency Test 
Level 1.1 , the challenge is to bring 
buck a giant monster. 

Just present a monster tike a bjorn 
or a khal'amari to pass the test. 

Use traits like Psycho or spells 
like Oomph to boost your chances 
of scouting success. 


Jik 

1 

Present Mars ha a fieal&lime. 

stfong medicine 

2 

Present a synthesized monster that tiag 
inherited the Healer skill. 

seed ot magic 

3 

Synthesize a jargon. 

magic elixir 

4 

Synthesize a boreal serpent. 

panacea 

5 

Present a Hades condor 

Oomph powder 

6 

Present a si!me stack with the Cyre-alE 
skill. 

■/gigdrasil leaf 

7 

Synthesize a demonrider, 

"Think Negative* 

0 

Synthesizes grim rider with the Fortifier 
skill. 

“The Secrets of Sorcery" 

9 

Synthesize a monster with the Defence 
Boost 11 skill. 

Minns sceptre 

10 

Present a demofl-at-arms. 

Warrior's scroll 

11 (Mew!) 

Present a giant monster. 

Synthesis recipe in ScouFs 
Handbook 

| 12 (New!) | Present a hargan. 

Synthesis recipe in Scout's 
Handbook 


04 




















































































CHAPTER 

3 




Ma rsha’I Final Exa ms continued 






KPpf^ 


\ larshas f/evenfb task reqa has 

. :-u.' fr; . 

t/je’presentation of tiny giant 
monster. T/v easiest to get is 
xitormwigett but any wtU do. 

Not unt il navi hm it even T ^ - y> r f * 

mmstm as scouting targets, so 

/here's some work to do taming the first of these big buddies. 
Marsha s twelfth task involves 

i . -,r- :-rn 

p men ting a hargon. Snugging 

a hitrgon to sbo-w Marsha " '***'“* — 


requires some serious scouting 
gymnastics, oneway or another. 
A bargon is the mniit of 
synthesis between a dhurctn and 
n dieraittiifo. 


Trait; t 

Steady Recaverv 
H t S^ucd 
Crefty fizzlffr 


Acquiring t\ dhunm requires fusing a demon-at-arms ■with either a living 
statue or ri dancing flame. 


j 1 dhr&ntula is gained from 
synthesis between n 'warmonger 
and a gripevme. You can aho 
frequentlyfind (and thus scout) 
dicmititdas on the fim f winding 
slopes near the summit of 
Cragravation. 


I lowe-ver, the last. Proficiency lasts dan > reward prizes directly after their 
completion, instead, synthesis tips are placedhtio the Scouts Handbook. 
Test 11 reveals lineage synthesis—synthesis in which the species of the 
grandparents matter, instead of the parents f Test 12 s toward also hints at 
another route to monsters more powerful than any seen before^ but the tip 
cant be put to me tmtilwxll into the Dark World. 


SCOUTINGGIANT MONSTERS 


WEth the newly enhanced scout ring, you can finally scout giant monsters. This applies to the regional kinds like warmonger, missing lynx, bjorrt 
Empyrea, and khaJamari! Whereas most monsters take up one slot and medium monsters take up two team slots, giant monsters take all three slots.. 



Missing lynx rests during the day in its den in Oomback. The scout must defeat the mil tail of the 
missing tynx before facing the missing fynx itself. The game cannot be saved in the missing lynx’s d& 
in order fa repeatedly attempt to scout tfm monster by melting the system, the game must be sayed 
an adjacent zone. 


Warmonger rests at night in the deepest cave of Trepidation, 
Engage it by stepping into its maw while it slumbers 



Lure bforn to attach by tighting the bonfire found at the 
northsasternmost point of Iceoiation. 



Seek out Empym at any time at the summit of 
Gmgmatkm. 



You can encounter ktoetimri at any time in the deepest 
trench of Unshorn, The tmtikiss of kbalsttmri stretch 
throughout the region acting as its sentries. 










riiiiiimiiii 



Some giant monsters can only be fought and scouted at certain times 
of day. so use the blue slime aboard the Albatross \o advance time if 
necessary when hunting certain beasts, 

As against other difficult-to-scout monsters, the key to increasing the 
chances of scouting success versus giant monsters is to boost allied attack 
as much as possible (like with strong monsters using good weapons and 
Oomphle ; and boosting repeatedly with Psyche Up). It’s also helpful to 
lower the scouting target's defenses (with defence-impairing abilities like 
Helm Splitter or Wave of Panic, or enfeebles such as steep or paralysis). 
Other than that, it just takes a little bit of fuck, (and maybe a handful of 
beastie bites i). 



If a giant monster takes offense at a scouting attempt the scouting 
opportunity is lost and the boss must be defeated. This also means it won’t 
be around for another attempt right away, so use the blue slime to skip time 
forward a day for another go. Alternatively, save the game near the boss 
just before starting a boss-scouting attempt. If the boss takes offense at 
a scouting attempt, then restart the system, reload the save, and try again 
immediately. This kind of approach can assure eventual success against any 
scouting target, even if the percentage for each try is pitifully low. 


A defeated boss usually won’t show up fora day. However, if the boss 
is successfully scouted, it won’t show up again ever—until the scouted 
specimen is fused with 
another monster in 
synthesis! Only then does 
the boss reappear in the 
wild, ready to be fought and 
scouted anew. 

This Is most important to 
keep in mind when trying to 
synthesize boss monsters 
with each other. If the 
desired parents are acquired but they are both the same polarity, synthesis 
is impossible. Here, one of them may as well be synthesized just to da it, 
so that another specimen can be acquired (this time hopefully of opposing 
polarity). 

Using boss monsters for synthesis is one of the ways to break through 
beyond A rank. First, seek out and scout wormonger, missing lynx, bjorn, 
and Empyrea, and level each specimen to at least IvlQ, Then, fuse them 
in pairs to produce two A rank monsters. The immediate boss synthesis 
results aren't different than monsters already available (heligator, 
buftalogre, and gigantes), but these monsters are a means to an end rather 
than permanent party members. Fuse the two A rank monsters produced 
by the four bosses, and the result is an X rank orochi! 

The bosses have great, unique skills that can be passed to other creatures. 
As an example, when doing the suggested “grandparents” lineage synthesis 
above, make sure the Empyrea skill is passed forward to the resulting 
orochi, which should also have its own Orochi skill (and then a couple of 
buffing skills, like Wisdom Boost 111 and Attack Boost III). The resulting 
monster, sufficiently leveled, can basically take on the rest of the content in 
the game almost by itself! And there are stronger monsters still. This is just 
the first of the realty ludicrously strong creatures, 

When fusing pairs of bosses, be sure to either equip the Plus or Minus 
sceptre as appropriate for the second pair to insure that the offspring have 
opposing polarities and are thus compatible with one another It’s a pretty 
big waste of time to hunt down the first four bosses, then fuse them all only 
to end up with incompatible children! 














mHoNSTE^^UTCHALLENGp 


-re are so many Monster Scout Challenges and so many "real" ones that it’s almost hard to keep up. But apparently, this is the real one. Or, tie r ea!e$t 
: _ t now. In any case, the scout has to battle through five rounds in order to prevail. The opposition should be extremely familiar... 

-5 with previous Monster Scout Challenges, no specific commands can be issued and no substitutions can be made. Battles must be won through 
effective party makeup, equipment, and tactics. 



j begin the challenge, speak to Don Mole, After the first three rounds, you have a chance to save, rest, and regroup before the finals. 


QUALIFIER 1 

3Q0G reward 


QUALIFIER 2 

50Q6 reward 


QUALIFIER 3 

20GQG reward 



# 

MOM ST! 

:R -UftME 

RANK 

Till 

178 

4 

ETHEREAL SERPENT 

B 

32 

208 


BALHIB 

A 

32 


# 

MONSTER NAMF 

| 

RANK 

LVL 


_______J_L J 

1GQ 

4 

MAGIC SLIME 

B 

S3 

289 

x:? 

TEENY SANGUINIXY 

S 

27 

S7 


GQDDYBAG 

E 

2S 



FINALS 1 

1DQDG reward 


FINALS 2 

300GG reward 




After the finals, the scout is crowned champion of the Monster Scout 
Challenge yet again! As reward, Don Mole hands over 10 bags of beastie 
bites. Used on a target in battle, beastie bites increase the odds of scouting 
success by 10%. In addition to bequeathing the bites. Don Mole also 
directs the scout toward the adjacent chamber... 
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Here, among the books, is a familiar spirit. It turns out Eugene bos 
gtm? wandering , inspired to become a scouting legend in his own 
right. It seems an old dog eon learn new tricks. 


Eugene wanders between regions; to find hi 
Portal in each region (with the exception of the Dark World). At 
any given time, he\ woolgathering near one of the Zip Portals ami 

waiting for a serious challenge. (Eugene can also sometimes be found in the northwest corner of the field just 

outside the Albatross.) 


near 


Bmuiygmz rsceJV'-^ a coftHo 1 
Eugtne poafe. 


BrQilygmz receives a concave Frcifi 
Eugene Poole. 


If Eugenes monsters are way too strong initially, that's to be expected Quite a lot of monster leveling 
and synthesis is required to build a party ready to take on Eugenes pets head-on. Thankfully, the 
Dark World, ami more specifically the Land of Light hidden deep in the Dark Worlds is the perfect 
place to develop monsters quickly. 


FIRST EUGENE ENCOUNTER 


SECOND EUGENE ENCOUNTER 


THIRD EUGENE ENCOUNTER 


Eugene's monsters are incredibly strong, asm for their lend (and their le vels aren 't too shabby). Almost all of 
Eugenes monsters har e HP in the thousands, even if each particular species normally doesn't. His only ''low 
HP* monsters are metal slimes, which make up for it by being nearly invincible. The huge HP pools make 
buttles against the old man’s parties boil down to endurance contests. At least it isn't like the Monster Scout 
Challenge, and any commands can be issued... Hut then, Eugene 's monsters are much stronger than anything 
in any Monster Scout Challenge, 


Each time Eugene is defeated, the scout has a chance to gain a monster from Eugene jj man collection, and -Eugene 
then relocates and begins training monpo-wefd monsters. You can find and defeat Eugene up toJive limes. 
Eugene is thefirst challenge that truly forces the scout to develop monsters leveled beyond the initial cap oflv50. 






m; 




MDN5TER NAME 


KOMODO 


KJLLERPILLAR 


G RAC 05 


GREEN C-RAGuN □ 42 


GR PEV v = 


night clubber s 


C.Pd.dP 


i MONSTER NAME 

1 


RIPTIDE A 80 

ALABAST DRAGON S 80 


W' ULTRA SLIME A 99 

& METAL SUME 0 % 






















A species of monster exists that can be 
thought of as almost extraterrestrial, or even 
extradimensional. The Incarni evolve along 
different synthesis lines than other monsters, and 
:ney do not belong to a traditional family or carry a 
traditional rank. The scout can access the gateway 
between their world and the island through 
srrange circular glyphs that hover at various spots 
:nrcughout the island. 




An encounter with the Incarni is triggered when the scout finds and interacts with one of their glyphs. Win the battle, and you earn a special tome 
rtiat teaches a unique skill. Find the glyph again, and the Incarnus changes into a superior form for another battle. You can encounter and defeat the 
ncamus up to four times; defeat its fourth and final form, and the scout can take possession of his own version of the Incarnus from the field just 
outside the Aihatrassl 


TREEPIDATION AREA 10 



ICEOLATiON AREA 10 



CRAGRAVATION AREA 9 



wAurrtmotiGH 
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FIRST INCARNUS ENCOUNTER 


# 

MONSTER NAME 

LYL 

302 

¥ 

Dl AM AG ON ACE 

50 


SECOND INCARNUS ENCOUNTER 




THIRD INCARNUS ENCOUNTER 



# 

MONSTER NAME 


304 

HAWKHARTACE 50 


FOURTH INCARNUS ENCOUNTER 




The variuus forms of the Incarnus are tough, no doubt but they are not as 
powerful as Eugene's rough beasts, and there’s only one of them at a time. 
Even though the fourth form is lvS8. its power is comparable to earlier 
forms, so don't he off-put from giving the fourth form a try once you’ve 
dealt with the first three. The baby Infantus received as a reward is well 
worth it. This unique life form can be developed into one of the strongest 
and most versatile monsters. 






LEONYX 


Leonyxcanbe WjF jjr 

loooftl in the 

Necropolis tree of the demons that W 

weighed him down before He remains a t 

formidable opponent, but monsters that 

ware strong enough to defeat the True 

Monster Scout Challenge should be able to defeat him here 




is is found jusi outsfde ttie Albatross. 


Upon defeat, Leonyx opens the way to the Dark World, even further 
beneath and beyond the Bemusoleum and Necropolis. 
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AREA 23 

Contains 

an Evil Gem 


AREA 24 

Contains 
an Evil Gem 


AREA 7 

Contains 
an Evil Gem 
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iS^il 


PH! 

“ 

fl¬ 

it 
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EA CONNECTIONS IN THE DARK WORLD 
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WILD MONSTERS IN THE DARK WORLD 


The Dari< World is a labyrinth of warped halls, and the monsters that may populate any given stretch of hallway are dictated by its arrangement. Four-way 
intersections contain different sets of monsters than straight hallways. The checkerboard pit areas found by falling through a vortex, as well as the pear 
area accessed beyond the central door, contain different monsters, too. 

The diversity in the Dark World puts the entire rest of the island to shame. A new wealth of previously unseen specimens, some of A rank or better, leads 
to many new synthesis possibilities. 


■$ 

# 

¥ 




> 



SLIME 

F 

6 

21 

Yes 

Yes 

- 

- 

WAX 

MURDERER 

F 

a 

SB 

- 

Yes 

- 

j - 

ARGON LIZARD 

F 

4) 

23 

Yes 

Yes 

- 

- 

HELL HORNET 

F 

% 

23 

Yes 

- 

- 

- 

DRAKE SLIME 

F 

6 

22 

— 

- 

- 

Yes 

1 SNAPDRAGON 

E 

& 

26 

Yes 

Yes 

- 

- 

GOGDYBAG 

E 

S 

30 

- 

Yes 

Yes 

, - j 

IMP 

E 


31 

- 

- 

Yes 

- 

TEENY 

BANGUI M 

D 


25 

Yes 

- 

- 

- 

BEHEMOTH 
: SLIME 

D 

6 

28 

Yes 

Yes 

- 

- 

RED DRAGON 

D 

& 

37 

Yes 

Yes 

- 

- 

HACKSAURUS 

C 

& 

25 

- 

- 

- 

Yes 



Yes - 


Yes — — 


Yes — — 


Yea — - 


Yes — — 


Yes Yes Yes 


Yes — — 



PINK SANGUINl 


DARK SLIME 
KNIGHT 


LIVING STATUE A 


Pa . KING BUBBLE 
SLIME 


KILLING 

MACHINE 


DlcHANTULA 


METAL KING 
SLIME 


ATLAS 


THAU Ml NATOR X 


23 


- 

- 

24 

- 


- 

34 

- 

Yes 

- 

25 

Yes 

- 

- 

27 

Yes 

- 

- 

18 

“ 

- 

- 

32 

Ye$ 

Yes 

- 1 

34 

- 

- 

Yes 

37 

Yes 

- 

- 

30 

- 

Yes 

Yes 

33 

Yes 

Yes 

[ - 

37 

Yes 

Yes 

- 

30 

- 

Yes 

Yes 

37 

- 

Yes 

- 

1 

Yes 

Yes 

- 

34 

Yes 

- 

- 

36 

- 

- 

Yes 

35 

Yes 

- 

- 

32 

Yes 

- 

- 

36 

- 

Yes 

- 

1 

Yes 

Yes 

Ybs 

35 

Yes 

- 

- 

34 

- 

Yes 

Yes 
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:he center of the Dark World, more or less, is a 
■'^standing door that is the portal to the goal. In 
order to open this door, the scout must smash four 
r. n gems. One of these gems is located right at the 
r-grnning, so only three require a search. Two are 
"iLinol at the northernmost parts of the map, and 
:ne is found in the west. 




T he halls here don’t always connect in obvious ways. Space itself is 
: stofted in places, and some paths may trek the scout all the way around 
-'e level instead of directly into the adjoining room, like a rational person 
might expect 



Walk too far past the edge of the area in any given direction, and the path 
cops all the way around to the opposite side. For now. anyway,.. Vortexes 
n the floor can also appear, leading to an otherwise inaccessible pit if the 
scout falls through. 



l ice the scout has smashed all four gems, the door near the healing stone 
at the center opens. Passing through the door leads to a room filled with 
spinning gears and switches. In the room beyond that waits the boss of 
“ : s ancient hovel, found in a room that contains another healing stone and 
a Zip Portal. 



Rigor Mortex also uses Kasap to reduce allied defence, and it 
employs Unnatural Order in order to preempt allied actions. 


RIGOR MORTEX 


Here is the dark lord ot this ^ , 

strange place. Like most JT. J 

other gran! monsters. Rigor Mortex acts iMPf ' i 

multiple limes each turn. V r 

Its normal attack is Hmtal I^TTl-“-— - 

enough but it supplements 

this with hefty helpings ot ; J ^ 

Cremate. C-C-Colri Brealh, and \ 

Frizz Cracker The harshest “ ^ Sr v ‘ 

Ihreat there is Frizz Cracker. I ^ 

which can deal out 600 n„ t ,* 

damage or more. Winning this ---—-- 

battle is mostly about having a 

plan to deal with Frizz Cracker—if the party can eat il here and there 
without tailing apart, while continuing to output damage in addition 
to healing hack up, then rl's just about outlasting the fiend and not 
slipping up. If every Frizz Cracker is a disaster, though the party 
probably isn't ready yel. 


When Rigor Mortex falls, the immediate reward is the best staff—the royal 
rod! A strong spellcaster will be happy indeed hefting this fine sceptre. 
Return to Leonyx after victory to debrief him, and he’ll hand over the 
Leonine greatsword, the best sword in the game! 

As incredible as these two weapons are, there's a reward greater still. W :h 
the miasma cleared from the Dark World, the way can now be opened to 
the Land of Light. 


. 








































The Land of Light t$ a golden paradise that resembles the field where the Albatross Is docked, if that field was 
glowing and teeming with metal slimes. The Land of Light is basically the metal menagerie all grown up. 


AREATONNECTIONS IN THE 
CLEANSED DARK WORLD 



- 
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WILD MONSTERS IN THE NEW AREAS 

The cJeansed Dark World is still teeming with the same monsters as before, but the new areas unlocked by defeating Rigor Mortex house their own fauna 
The new areas each match an area found in previous regions, along with a key pillar bearing the inscription of a particular monster family. These new 
areas are thus best thought of as tie slime area,' the “dragon room,” and so on. These chambers are the alpha scouting grounds on the island. Monsters 
like Mortella, the Dual Duellers, and Caraar are harder to scout than the regional bosses or any other monsters until now, but the potential they open up 
for the game's best syrrths makes the effort worth it. 

And, accessing the Land ot Light involves going to a different key pillar each time. Might as well work in a scouting attempt on one of these exclusive 
beasts during each Land of Light run! 


• 

monster name 


, FAMILY 



^7 SCISSOR BEATLE 

F 


5 

25 

HELL HORNET 

F 

9 

4 

26 

HAMMERHOOD 

F 


6 

D 

£0 SHELL SLIME 

E 

6 

17 

B 

SNOWBIRD 

f 

<8> 

6 

65 

SPIKED HARE 

E 

• 

6 


1 

AftEA 

^ AREA 1 AREA 

I J^AREA 

1 

' LAND OF LIGHT 


Yes 


Yea 


Yes 


Yqs 


•* 

METAL SLIME 

D 

6 

\ 

- 

- 

- 

- 

- 



Yes 

Jr 

HACKSAURUS 

C 

i0 

22 

- 

- 

Yes 

- 

- 

- 

- 

- 


gargoyle 

C 


19 

- 

- 

Ye$ 

- 

- 

- 

- 


> 

JUMPING 

JACKAL 

c 

♦ 

23 

- 

- 

- 

- 

- 

- 

- 

Yes 

^b 

BARRACUDA 

c 


IB 

- 

- 

- 

Yes 

- 

- 


- 


liquid METAL 

SLIME 

G 

6 

1 

- 

Yes 

- 

- 

- 

- 

- 

Yes 

"J: 

DARK SLIME 

B 

6 

22 

- 

Yes 

- 

- 

- 

- 

- 

- 

% 

DARK KNIGHT 
SLIME 

B 

A 

24 

- 

Yes 

- 

- 


- 

- 

— 

i 

GREAT DRAGON 

A 

■0 

37 

- 

- 


- 

- 

- 

- 

Yes 


THQRNELLA 

A 


20 

Yes 

- 

- 

- 

- 

- 

- 

- 

m 

EXQRSU5 

A 

© 

20 

- 

- 

Yes 

— 

- 

- 

- 


%■ 

DUAL DUELLERS 

A 

0 

20 

- 

- 

- 

- 

- 

Yes 

- 

- 


96 
















“ne Land of Light was 
-jt accessible while 
Rigor IVtortex controlled 
“ Dark World, Now 
'at the Dark World is 
: eansed, a red pillar 
appears in the central 
chamber, and new 
=reas In the Dark World 
vi available. In each of 


the new areas is a key 
: tar; similar to the red pillar in the center. The key pillar in each area has a 
: rtereot monster family sigil on it, and the central red pillar requires that a 
: srticular key pillar be visited. Examine the right key pillar and the Land of 
_ ght will be accessed. 


The Land of Light itself is identical in layout to the field outside the 
- aatross, Metal slimes, liquid metal slimes, and king metal slimes all 
■glorp, or bounce around the golden fields. The king metal slimes are 
itfremeiy perceptive, so the Vanish scouting skill becomes invaluable for 
actually getting into combat with them. 



The scout can remain 
in the Land of Light for 
about 20 minutes per 
visit. This is actually a 
ton of time, considering 
the ridiculous EXP 
totals possible here. 

With a party that can 
regularly take out king 
metal slimes before 
they flee, expect to see EXP totals breaking 70000-90000+ EXP per battle? 

Once the Land of Light is available, all avenues are open. The areas that 
led to the Land of Light in the first place—the new areas of the Dark World 
opened by defeating Rigor Mortex—each contain some of the best scouting 
and synthesis candidates. Of course, newly synthesized monsters start 
at Ivl and are more or less worth less at this stage for a long time... But, 
there's a perfect venue for leveling up monsters—the Land of Light crushes 
even the metal menagerie for potential EXP, and it doesn’t require metal 
tickets to enable participation. Even monsters that start at Ivl and sit in 
the reserve party doing nothing gain dozens of levels from just one or two 
fruitful Land of Light visits! 
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MONSTER DNIR 


The main Monster listing is provided in alphabetical order. There are two additional lists provided here that mirror the 
possible ways, to sort Monsters at the Albatross holding pen. One lists ail Monsters by Strength value, while the other 
is arranged by family first then Strength Refer to these listings when you are considering synthesis options, but 
remember that there are some special synthesis situations that wifi impact some results I 


Slrengfi Rating: Higher numbers 
indicate more powerful monsters. This 
number is used when determining 
synthesis results. 

Monster Family: Mo/isre/s come 
from one of eight families: slime, 
dragon, nature, beast material 
demon, undead and ???, Monster 
Family is significant for synthesis. 


Max Stats: The numbers given hem 
are me maximum stats the monster 
can achieve at level tOO. 


Trait(s); The name, number and 
description for the traits inherent to 
the monster. 


Ran*: From worst to best, ranks 
F B t D, C 8 A, S, X??? 
Ranks can be significant in 
special synthesis 


Size: Monsters come in three sizes: Small. 
Medium, and Largo. Small monsters fake up one 
spot in your active party. Medium monsters take 
up two spots in your active party. Large monsters 
take up all three spots In your active party. 




HP 

730 

MR 

900 

Attack 

620 

1 Pafoitsfl 

620 

Ability 

670 

W>5dam 

m 


i indicates relative size) 


Equipment: 4 green check mark 
indicates which weapons the 
monster can equip. Weapon types 
are sword, spear, axe. dammar 
whip, claws, and staff. 


•TRAITS 
HIT SOU AD 

Monstar nan launch multiple attacks -n succession 
(4 attacks) 


SI2ZMEISTEH 

Boosts Slzi-typo magic after:!* while decreasing WP 
consumption. 


FRMZZIffEISTER 

B-DDStS Frizz-ty pe ma^ic ofiacts white dec Teasing UP 
coo&umptloe, 


TACTICAL TROOPER 

Monster will parry out an acsion arose or twice in a 
row when not givwi spac-hc orders. 


Resistances: The 28 types of magic 
Me listed hem. The monsters 
vulnerability or resistance to each is 
given next to the type of magic. 

* Vulnerable means the monster 
takes extra damage from the 
magic type. 

* — means no resistance or 
vulnerability, 

* 59% Resist means an increased 
resistance. 

- Immune means the magic type 
has no effect 

* Reflect means the monster turns 
the attack back on the spelt 
caster. 

* Heal means the monster is 
heated by any magic of that type 


Fnzz 

Immune 

Bonis 

- 

Poison 

— 

Panels 

— 

flung 

immune 

Abiliterator 

- 

Drain Magis 

- 

Sleep 

- 

Woosh 

- 

Blade Blunter 

- 

Furle 

— 

Sag 


Crack 

- 

Fire Bredlh 

- 

Gobstoppei 

— 

S? 

- 

Zaa 

— 

lea Breath 

- 

Rgn Dance 

- 

DKEterate 

- 

Earn 

— 

Whack. 

Immune 

Contusion 

— 

Dim 


Sin 

- 

Dazzle 

Vulnerable 

Inaction 

— 

Magical Sa-s-nrape 

— 



Ski if: The name and number of the 
skiff inherent to the monster. For 
more Information turn to the skids 
section of the guide. 


500UT 

- 

SYNTHESIZE 

■lUneacg) twgon *-;jemon 

Ivefr 

— 


i Now to Obtain: There are three ways to obtain monsters: Scouting, Synthesis, or through an Event. 

* if a monster is amiable via scouting, the information provided Ms you which zone to visit and any conditions (time of 
day, weather, etc.) that may need to exist for the monster to be available 

• if a monster is available through synthesis, the information provided indicates which type of synthesis is required and the 
monster 'pmnis" needed for the synthesis. For normal synthesis, two examples are provided. There ate more possible 
combinations available. 


Some monsters ere acquired through certain events. The specifics ter obtaining these monsters are defatted here 



























































FAMILY 'Mltf 1 SIZE 


MAMF 


PG | FAMILY 



i 

slinre 

157 

f Slime 


E> 

z 

homodD 

M2 

Dragon 

F 

:zn 

3 

swamilraapers 

',170 

piSTurV 

F 


4 

F-latypunk 

157 

Beast 

F 

s 1 

5 

tag o' laughs 

[103 

| Malaria! 

F 

1 s 1 

6 

dracky 

jra 

Damon 

7 l_ 

T 5 1 

7 

ghnsl 

129 

J Undead 

l 

j g 

B. 

bad egg 


j Slme 

F 

1 5 

9 

frou-lry 

T 27 

[ Dragon 

f 

■s 

la 

tapfitebum 

110 

f nature 

f 

s 

11 

mischievous 

mate 

149 

1 

1 Beast 

F 

1 3 

12 

fluid mannequin 

1ST 

Material 

F ’ 

'“H 

13 

rips 

144 

demon 

F 

s 

14 

Slump cligmp 

170 

Undead 

F 

15 

wacd.fi 


5 Erne 

1 F 

5 

16 

draponthom 

mo 

Drag-pri 

F 

S 

17 

1 SCisS-Or Ewalle 

m 

Mature 

f 

| s 

IS 

. kjlJerpillar 

Ml 

r- 

f 

£ 

19 

■satyr 

162 

RegiKi 

F 

S 

20 

wax murderer 

,7, 

Material 

F 

£ 

2t 

winky 

17B 

demon 

F 

S 

2?. 

tonghoul 

f 127 

UndEsd 

F 

S 

23 

bubble slime 

! IDS 

Slime 

F 

S 

24 

argon lizard 

W 

Pr&flOfl 

F 

3 

ft 

helliiornat 

t37 

r 

\ Mature 

F 

S 

26 

hammernoad 

135 


F 

S 

27 

fruslbum 

17/ 

l Material 

F 

S 

26 

' conklave 

113 

[ Ctempn 

F 

S 


[ muddy hard 

151 

undead 

f 

1 s 1 

SO 

| healslime 

137 

Slime 

F 

] i 

JlL 

mental pitcbor 

147 

Nslura 

Pm 

~&~1 

32 

spitrik 

169 

| Material 

F ’ 


33 ] 

see unchin 

r£=l 

Dfimnn 

f J 

5 

Dj 

finaspirlt 

1£5‘ 

Undead 

F 

s 

35 

she-slime 

' 164 

Slims 

E 

s 

55 j 

jargon 

133 

; Dragon 

J J 

s 

37 

great wbrecub 

133 

Nature 

E 

5 

n 

YftaJten heakon 

174 

Beast 

E 

s 

39 

cheeky tiki 

111 

Material 

E 

5 

s 

° 

heedoovoodoa 

137 

Demon 

E 


drohl dmne 

122 

Undc-id j 

E 

s 

iL 

: drake slime 

r?r 

Slinte 

~"e 

5 


43 

banaal serpent 

[ 106 

Drajg-ofi 

[ 

M 

44 

citifiHAera 

; 1 T 1 

Mature 

E 

s 


*3 

pOwia yawis | 

150 

Beast 

E 

s 

46 

rotkbnmb 

Ml 

Malenal 

£ 

£ 


47 

fr&grfaca 

126 

demon 

E 

S 

48 ' 

mummy hoy 

152 

Undead 

. JL 

& 


wild slime 

175 

Slime 

e 

& 


50 : 

nardragc-n 

162 

Dragon 

E 

5 


X 

bullfinch 

too 

Nalure 

r 

5 


pan piper 

156 

Beast 

E 

5 


53 

dancing flam* 

rm Material 

r 

5 

. 

FJ 

headhunlei 

13* j Demon 

1 

S 



demannaer 

ns Joflaad ; 

E 

S 



shell slime 

1&*T Sliine 1 

E 

5 


■? 

snapdragon 

lea f Dragon J 

E 

3 ; 



wild boartJsh 

175 ] Nature 

E 

S j 


a 

sncwbird 

1 GS | Beast i 

E 

S 


■ 

dmgaiing 

M 

Matflflal 

E ' 

S 


: 

lump wizard 

i4 J 

Demon 

E . 

3 

£1 

motile slime 

1 SC- 

Sl]me 


S 

V4 

jailcot 

12, ■ 

Nature 

~j 

S 

JS 

sp.ked harp 

m 

Nature 

E 

£ 


-- 

shamine 

Hi. 

Beast 

E 

Si 



goadybag 

130 
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great saarecat 

S3 

126 

C 

s 

treeface 

172 

13$ 

c 


pawa 

::U 

140 

C 

5 

barracuda 

104 

147 

C 

5 

v air by 

n 

153 

C, ; 

3 

beetkeboy 

105 

162 

9 

S 

giant math 

29 

17t 

JL 

S 

jJ*r&nMa _ 

’31 

179 

s 

5 

atark 

J 70 

137 

9 

S 

helig«h?r 

m 

uiil 

A 

3 j 

TFornella 

■ 

203 

A j 

M 1 

riptide 

i&oj 

213’ 

ft j 

£ 

garuda 

126 

220 

A 

J 

gnpevlna 

m 

226 

A 


emui'rea 

m 

236 

A 

L 

bagtlebL/ly 

JQ5 

239 

S 

S ■ 

king squid 

lav 

246 

S 

M 

khglamari 

NO 

263 

5 

L 

th nuera XV 

111 

266 

S 

S 

leopoid 

N3 

274 

X " 

S 

trade 

177 

700 

X 

5 

gr*al godfilrd 

Jill 

296 

X 

L ' 


BEAST 

NAME_ PG i STB,RAM*! SUE 


plalypunk 

j157 

4 

F 

S 

mischiewus mole 

149 

11 

F 

£ 

satyr 

162 

19 

F 

5 

hammeirtioDd 

135 

26 

F 

& 

weaken beakon 

174 

36 

E 

S 

pcrwieymvie 

jse 

45 

E 

S 

pan piper 

we 

52 

E 

£ 

snowbird 

166 

59 

E 

5 

ChHiriirtfl 

110 

66 

E 

S 

teeny sanguini 

170 

72 

0 

3 

night emperor 

153 

7£ 

O 

3 

fencing fox 

125 

B6 

D 

S ; 

m 

155 

94 

O’ 

S 

weartiger 

174 

101 

0 

S , 

brflwnle 

103 

108 

D 

si 

bodkin archer 

106 

120 

C 

£ 

girfl&yla 

129 

127 

C 

£ 

marman 

147 

134 

C 

£ 

jumpina ratnai 

140 

141 

C 

£ 

diemon 

118 

146 

^ C 

S 

isqIsq macho 

154. 

154 

C 

£ 

missing ynx 

149 

IK 

C 

L 

leeny sanpulni X 

171 

I5S 

9 

5 

llnebkrd 

125 

104 

E 

S 

cockateer 

112 

172 

& 

S 

pirk sanguini 

tar 

1HO ! 

P 

S 

bjorn 

10$ 

; 195 

9 

L 

gigantes 

129 

197 

h A 

M 

butfatngra 

109 

204 

A 

S 


BEAST 

NAME 

PC | STR 

RANK! Sf/f 7 

maliawkerr 

149 

1 14 

A. 

si 

moosilEr 

150 

221 

A 

£ 

marquis de lean 

146 

227 

A 

M 

Dorsal Fiend 

119 

281 

n 

M 

atlas 

103 

240 

■B 

M 

dbn mole 

119 

247 

5 

5 

night clobber 

153 

249 

S 

5 

dlJOU'fflcKJuS 

117 

264 

5 

S 

teeny sanfuiini XY 

171 

70S 

S 

S 

Aquarion 

102 

294 

X 

L j 


MATERIAL 

NAME 

PE 

STB RANK: SIZE 

bag □' laughs 

103 

5 

F 

S 

mini mannequin 

151 

12 

F 

£ 

wax murderer 

1 r.a 

20 

F 

£ 

frasttum 

127 

27 

. I 

& , 

spunk 

163 

32 

f 

£ 

cheeky t4(i 

in 

39 

E J 

S 

rockbomb 

E 

46 

E 

& 

tianclng flame 

111. 

53 

Z'f] 

5 

dirgalinc 

ITS 

60 

Li 

5 

goatfybs^ 

JjjT 

67 ; 

E 

E 

cannibox 


73 

0 

S 

shadow 

J64 

W 

0 

5 

anchorman 

joT 

87 

^ Q 

S 

gfld golem 

^iO 

!X 

0 

S 

mecha-mirnah 

146* 

102 

□ 

S 

lirn lienc 

125' 

109 

D 

S 

gfjgdybag X 

J3Dj 

116 

LJL j 

S 

pupffeteer 

15»j 

l?i 

[ £] 

s 

king kelp 

1 *2 

IPS 

. c J 

JL- 

malg'dUbmp 

115 

135 

jC 

s 

hunter mecn 

133 

142 

j C 

|S 

golem 

m 

149 

c 

$ 

magmalite 

145 J 

1B5 

E 

| £ 

|um 

MG 

J73^ 

J 

S 

mimic 

143 

IliT 

e 


living statue 

144 

106 

A 

nr 

killing machine 

J. 4 .L 

2D5 

A 

& 

bain ib 

104 

m 

A 

& 

boa 

107 

215 

A ' 

£ 

mum 

EE 

222 

A 

S 

bob 

ID/ 

22a 

.L. 

s 

trap box 

M72’ 

241 

& 

S 

pvorktllng machine 

•J, 

243 

S 

S 

mumbah-jumixie 

151 

2b 5 

s 

5 

ruin 

'il-2 

265 

s 

L 

goKfyb&g XY 

IS: 

£70 

•S 

3 

OSarq 

*156* 


X 

M 

irauminalor 

M2 

282j 

X 

M 

Sagittar 

m 

237 

x 

L 

| e&lark 

123 

295 ; 

X 

L 


DEMON 


NAME 

PG 

SIR[RANK 

SIZE 

dracKy 

lie 

[ 6 

F 

1 s 

lips 

144 

hr 

F 

1 s 

winky 

176 

f 21 

F 

rr* 

conkiavu 

M3 

nr 

F 

[s 

see urablii 

164 

?3 

F 1 

1 s 

h&adbO^adbn 

137 

4Q 

E 

n~ 

rtograce 

120 

47 

E 

5 

headhantei 

.100 

04 

E 

s 

lump wizard 

' 114 

61 

F 

s 

imp 

130 

66 

E 

8 

trancing devil 

Jib 

74 

D 

S 

lessor! demon 

J}f 

8- 


5 ' 

lesser demfin 

143 


P 

5 

crass eye 

■'■I 

96 

0 

5 

sil'^pilhecus 


103 

0 

S 

wreckt&r 

176 

110 

D : 

S . 

CDnklaveX 

119 

117 

C 

S 

dangler lisn 

IX 

122 

; C 

S 

greai dracky 

132 

129 


£ 

octawan sentry 

J5 5 

155 

G 

5 

1 lobhin’ huddle 

160 

M3 


£ 

erg^or blade 

123 

ISO 

c 

£ 

gryph&n 

165 

' 155 

uJj 

S 

lethal armour 

143~ 

J E5 

& 

& 

fallen priest 

124 

174 

0' 

£ 


DEMON 

NAME 

PG !SIR 1 RANK! SIZE 

arctidemin 

1021 

102 

j B 

5 1 

boss troll 

IQS 

109 

I B 


jamiras 

I3y 

190 

LL„ 

£ j 

demon-at-arms 

lie' 

199 

A 

£ 

dhuran 

jL 

206 


S 

cankettes 

M2 

209 

tr 

£ 

graces 


2T6 

A 

£ 

Morteila 

150 

21 fi 

A 

M ' 

jemon 

129 

m 

A 

M" 

belial 

106 

m 

. A 

s j 

bazuzu 

jlM 

£32 

A 

s I 

rabbin' hsod 

X.0 

242 

* £ 

s 

mtir^aw 


£56 

S 

s I 

bammos 

1&4 

257 

S 


harpon 

136 

25S 

B 

lJl] 

sir. m:l. 

J45 

259 

6 

m ; 

CDiikljuc XY 

11$ 

271 

S 

5 I 

pemca o" thieves 

IflS 

276 

X 

5 

noddy mus 

154 

292 

X 

$ * 1 


UNOEAD 


NAME 


&TRiflANK 

SIZE 

ghost 

J29 

QJ 

F 

rrn 

siump chump 

170 

1 

| 14 

f * 

1 S ] 

rungheul 

127 

I 22 j 

F 

n | 
.1 

muddy hand 

J6J 

29 

F 

frnespirrt 

125 

I 34 

F 


ifrahl drane 

122 

Ml 

E 

s 

mummy boy 

~152 

pT 

E 

s 

demonnfler 

T6 

55 

E 

s' 

skipper 

■ !!■■ 

69 

c 

s 

helliournl 

m 

75 

D 

s 

llyguy 


89 

D 

5 

hyper neyemra 

. . VP, 

HE. 

89 

D 

5 

skeleton 

" i: : 

97 

D 

S 

gnantcni linear 

-T 

164 

D 

5 

hona oonstretor 


128 

C 

[ 5 j 

walklJig corpse 

K3. 

1 y; 

0 

if] 

!55lle5& armour 

t59 

137 

cj 

5 j 

hBy^dra 

NS 

144 

i 

^ Li 

jk^-eion X 

m 

159 

B 


phaninm sworci&man 

J57* 

167 

B 

jj 

ikesCnn snldiar 

166 

163 

fl 

s J 

grim rder 

13,1 

175 

e 

s l 

MipSfawn 

m 

176 

.B 

s 

cross hdfiDs 

J1J 

133 

El 

7 

mgni knight 

m 

191 

B 

s 

wadin' weed 

173 

200 

' A 

£ 

Eiccrsiis 

LH: 

207 

A 

M 

night knight 

159 

L'O 

A 

S 

tortured sou 

J71* 

217 

A 

£ 

roseguarffln 

161 

224 

A 

& 

bone taron 

107 


A 

£ 

dleramulj 

118 

, 2$3 

m 

M 

dullahan 

123 

m 

S j 

S 

'ivtg'it kiity 

175 

250 

s 

& 

Captain Cnowi 


JB0 

!..s . 

B 

skeleton XY 


J72 

sn 

5 

Dr Snapped 

119 

263 

ni 

M 


I ??? 

NAME 

PG 

STB 

RANK 

SIZE 

mmao 

[153 

277 

LLL 

M 

iumn 

177 

m 

La 

| a | 

mtjriamur 

j 155 

259 


ki | 

ongiKFemlr 

155 

290 

X 

rj 

mapthirne (Snroli uar& or 1 

159 

293 

r"x~' 

s' 

ihapthiimE (Big version F 

159 

296 

1 X 

L 

[ wulfspadt 

176 

299 

Til 

£ 

hawkiwrt 

136^ 

300 

• r>i 

s 

cl it boon 

JJ? 

SOT 

Tf? 

£ 

diarnag-an 

117 

302 

w 

& 

Vfiiiispade ace 

177 

.303 

??? ! 

£ 

hawkhart ace 

136 

304 

W 

5 

duhacn ana 

M3 

3C6 

nr 

s 

diamagpn ape 

m 

36& 

??? 

S' 

Am pf Spaces 

ipl 

307 


“T 

wildcard 

17f 

303 

m 

s 1 



























































































































































































































































































































































































































































































































































tlUITS 

ARTFUL DODGER MM 

HDubtes Ihte nuance al evading enemy attacks 



CRAFTY CONFUSES FTT 1 

h, sauces enemas resistance tn ccm melon. Has no eifeci &n enemies who art imps moos to co illusion 


zammeieter 


Boosts Zam-t'/pe magic ejects white decreasing MP consumption. 


HESi&IAWCES 







Frizz 

_ 

Dunk 

- 

Poison 

- 

Paralysis 

- 

Bung 

_ 

AbilituratOr 

_ 

Dram Manic 

- 

Sleep 

j — 

Woosh 

_ 

made Blunter 

— 

Fmte 

- 

Sag 

— 

Crac* 

_ 

Fire Breath 

Immune 

Gobstupper 

- 

Sap 

— 

Zap 

.1 "H oi >: 

ice Breath 


Ban Dam;* 

— 

Pewderate 

- 

Zam 

Heals 

ffltask 

Immune 

Gcmluskm 

- 

Dim 

- 

Sin 


Dazzle 

- 

Inaction 

- 

Ma&ical Satciage 

— 

HOW TO OBTAIN 







SCPUf 

_ 

SYNTHESIZE 

(Sullspade ace k leopold 




RESISTANCES 

rOZZ 

_ 

Donk 

— Poison 

F 

Paralysis 

- 

Bang 


Abililirator 

_ 

Drain Magic 

— 

Steep 

Immune 

m'ddsH 

_ 

Blade Blunter 

_ 

Fizzle 

— 

Sag 

- 

Irack 


Fire Bream 

| — 

Gobstopper 

— 

Sap 

- 

Zap 

_ 

lee Breath 

— 

Ban Dance 

— 

Decelerate 

- 

2am 

_ 

Wn«k 

— 

Contusion 

- 

Dim 

- 

Sizz 

Immune 

DazzJe 

- 

Inaction 

- 

Magical Sabotage 

— 

HOW TO OBTAIN 

SCOUT 


sVttTHESKE 

(Lfriaage)sea 5 aur * hades condor; (general - eraamptes':- gasbagon* barracuda; saesaur xyattoy 





TRAITS 

PSYCHO MM BIG HITTER W1 

Allows, monsters to psyche up i n baltle. Ir.c reases damage dealt by al tic ks, skills and amities. 



Reduces enemies' resistance to Sap-type magic. Has no effect w?sirarfiits #t&ar? n per. &u= ... 
Sap-lypt? wm- 


CRAFTY FIRE BREATHER m 

Reduces enemies' resistance to FiraBrealh, Has no 
effect on arm uses whij- are imperious to Firefteaih. 


RESISTANCES 

Frizz 

_ 

Donk 

Immune 

Poison 

— 

Paralysis 

— 


_ 

Abil iterator 

— 

Drin Wagsc 

— 

Sleep 

- 

Woosh 

_ 

Blade B l 1 ■ L?! 

— 

FiZJte 

— 

Sag 

- 

track 

— 

Firs Breath 

— 

Goba'opper 

- 

Sap 

- 

2ap 

— 

It* Breath 

— 

Ban Dana 

- 

Decelerate 

- 

Zam 

— 

Whaqk 

— 

Contusion 

- 

Dim 

— 

Sizz 

- 

Dazzle 

~ 

Inaction 

Immune 

Magical Sabotage 

— 

1 HOW TO OBTAIN 

SCOUT 


synthesize 

'lUneaget dingaling x Damon Family 

iVENT 



Frizz 

_ 

Donk 


Poison 

Immune 

Paralysis 

Immune 

Bang 

_ 

AWiraretor 

— 

Drain Magic 

- 

SIMP 

Immune 

Woosh 

_ 

Shade Blunter 

— 

Rzz’a 

- 

Sag 

— 

Crick 

_ 

Fire ar&ath, 

_ 

Gob&tepster 

— 

Sap 

- 


Heete 

lea Breath 

immune 

E-mfi Dance 

— 

Decelerate 

t" 

_ 

Zam 


Whack 

'mm uhl 

Confusion 

immune 

Dim 

- 

*■-- 

Sizz 

- 

Dazzle 

Vulnerable 

inaction 

tmmune 

Magical sabotage 

— 


HOW TO OBTAIN 

scorn- 

_ 

SYNTHESIZE 

lUreaqe) mechan^'-worm * drake lard 

EVENT 

After 200 ccmmuniration lilies, every to communication battles offer a reward. There is i small 
chance ol alsbas-t dragon hein(j the reward 


101 


































































































































































ANGEL SILME 


MAX SI ATS 


EQUIPMENT 


;HP. - - 

440 

MP 

040 

«3Ck- 

320 

MejisST 

510 

Aoifcfy' 

540 


m 




✓ 



1 SKILL 


HEALER 

ei 


TRAITS 

ARTFUL DODGER 

Doubles th.«ch3n« nt evading enemy attach®; 

HEALTH PROFESSIONAL 

Gucsis dealing spnii nfFects while ■sfecreasin^ MP consumption. 


Frizz 

— 

Conk 

— 

Poison 

— 

Paralysis 

_ 

Bang 

- 

Ablliltratcr 

- 

Crain Magic 

- 

Bleep 

- 

! W-!KJ 5 h 

— 

Blade Blunted 

— 

Fezz Is 


Sag 

— 

Crack 

- 

Fire Breath 

— 

! Gobstopper 


Sap 


Zoo 

Heals 

Ice Breath 

— 

Ban tiannfi 

- 

Decelerate 

- 

Zwn 

Vulnerable 

Whack 

Immune 

Confusion 

- 

Dim 

— 

|Sk z 

- 

Oazzie 

- 

inaction 

- 

Magical SskiMage 

— 



HOW TO OBTAIN 


SCOUT 

Cragrawation (Clear, Day i 

synthesize 

(examples) nibble slime x hyper hei'edra: rubble slime x dancing flame 

EVENT 



AQUESTRiAN 

GLADIATOR 


C I ; .--.Kl\ 


MAX STATS EQUIPMENT 

Sm-' 9 " 





CHAMPION 


TRAITS 

FLY SWATTER 

Prevents un-emiesfrom using Artfu! Dodger 

CRAFTY BLADE BLUNTER 

Reduces enemies' resistance ;o Glade BlunLer. Has nc cfFcd on enemies whp are impervio-us to Blade Blunter. 


TRAITS 

PSYCHO 

Allows monstara to psyche up in baitls- 

CHmCAL MASSACRE 

Double tier:trance ct lancing-a critical hit. 


DOUBLE TROUBLE gj 

Monsien^llact iwiw in succession wnan ftortfliveti 
specie orders. 


GRAND SLAMMER 

Attacks strike nil enemies and damage dean by skills 
and abilines increases. 


RESISTANCES 


Frizz 

- 

Bonk 

- 

Poiscn 

Immune 

Paralysis 

Immune 

Bang 

- 

Ablllteralor 

- 

Drain Magic 

Immune 

gieqj 

Irnniuris 

' Woosh 

- 

3lade Blunter 

- 

Fizzle 

— 

Sag 

Immune 

Crack 


fire Breath 


Gabsldpacr 

Vulnerable 

sep 

- 

Zap 


ice Breath 

— 

Ban Cance 

- 

Decelerate 

- 

Zam 


Whadf 

Immune 

Cdmtiislnn 

immurte 

Dim 

— 

Sizz 


Oazzte 

- 

Inactiwr 

immune 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOU1 


SYNTHESIZE 

(Four body) megaiodon y orncos y inode »rhaptborne II 

EVENT 

- 


ARCHDEMON 

11 





MAX STATS 



72Q 


3&G 

- 

600 

pO'ffil^;- 

760 


420 

Wisclo^rs 

420 


EQUIPMENT 

fil s I 

>/ I 
*/ 1 



FRIZZ & BANG 


traits 

BANGMEiSTER 

Boosts Bang-ty pe rnagic uitecis wfllle decreasing MP consumption. 


CRAFTY BANGER 

Reduces enemies' resistance in BMg-LyjK magic. Has no flffactyn enemi es who are impervioustc Bang-type magic. 


RESISTANCES 

Frizz 

- 

Dunk 

Fioison j 

Paratysts 


Banij 

- 

H — —-! 

MilJterator — 

Drain Mage ] immune 

Sleep 


j Woosn 

- 

Btade Bkjalei — 

FZZle j - 

' Sa S 

— 

i Crack 

— 

Fire Breath — 

Gobstopper 1 tmmuna 

1 Sap 

_ 

Tap 

- 

len Braa^h j — 

Ban Dance — 

Decelerate 

Immure 

;Zem 

- 

VWutft j — 

CnntuSJOn j — 

: Dim 

— 

isizz 


DaSzIa — 

Inaction 1 — 

Magreai Sabotage 

— 


ROW TO DETAIN 





[SCOW. 

- 

SYNTHESIZE 

(examines) nackasaurs x meiai siima knight; drajgon slime x barracuda 


- 1 


RESISTANCES 






Frizz 

F 

; Donk 

- 

Poison 

— 

■ 

Paralysis 

— 

Bang 

f Immune Abilitenatpr 


Drain (Vtagtc 

— 

Sleep 

— 

Wealth 

b. 

Blade BCunler 

— 

Fizzle 

— 

Sag 

— 

Crack 

P 

Firu Breaih 

- 

Gotetopiw 

— 


— 

Zap 


Ice Rraaih 


Ban Dance 

— 

Decelerate 

- 

Zam 


Whack 

Immune 

Confusion 

— 

Dim 

— 

Si 12 

- 

. Dazzle 

— 

Inaction 

— 

Magics Sabotage 

_ 


HOW TO OBTAIN 

SCOUT 

Necnopois i,night) 

'SYNTHESISE ! 

(LFieayEi dnsssri daman x notso rngpFxj; dessert demon x moodier. (general - examples) lessert 
demon x dark si\m\ lethal armour x dancing flame 


- 


102 


































































































































































a 


ARGON LIZARD 


J$. MONSTER FAMILY I F RANK 


MAX STATS EQUIPMENT 

p^Tj 





ATLAS 

«bm 


M RANK 


MAX STATS 


EQUIPMENT 


TDXIFIEfl 


HP 

j 1500 

NIP 

m 

Attack : 

eio 

:Gefem 

I 10 OP 

AgtJit; 

piT 

WisdQFT} • 

j 450 


a 




rru 

DIA 90 UST 


m 


TRAITS 

ESCAPE ARTIST 

Monster will Always fHeablelofto from a battla. 


TRAITS 

HOPEFUL HITTER 

Attacks often miss ttw mark, bul can deliver 
.critical hits. 


TACTICAL GENIUS 

Monster will carry out an action 3 limES in a row when 
not given specific orders 


m HITTER 

Increases damage dealt by attacks, skills arm ebiiiliak 


Frizz 


Donk 

- 

Poison 

Immune 

Paralysis 

immune 

Bang 

— 

AtHlitoiator 

— 

Drain Magic 

— 

Seep 

- 

Woosh 

- 

Slade Blur ter 

- 

Ffezte 

- 

&»B 

— 

Crack 

- 

Fire tfteatti 

— 

Gobstupper 

— 

Sap 

- 

hp 

- 

ce Breath 

- 

San Dance 

- 

DpcEleratfl 

- 

lam 

- 

Whack 


CPPl^lon 

— 

Dim 

- 

£it? 

- 

DftMlii 


inaction 

- 

Magical Sabotage 

- 


RESISTANCES 







frizz 

- 

Dovik 

- 

Poison 

Immune 

Paralysis 

Immune 

Bang 

- 

AbiHlerattr 

— 

Draft Magic. 

- 

Stop 

Immune 

Woesh 


Blade Blunter 

- 

fizzle 

— 

Sag 

Immune 

Crack 

- 

fire Bhatk 

— 

GttifclPplwr 

- 

SdP 

- 

Zap 

- 

to Breath 

— 

San Danes 

- 

Decelerate 

- 

Zam 

- 

Whack 

intituine 

conrusion 

50% Re^t 

Dtoi 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

Immune 

Mas ■cel Sabotage 

— 


HOW TO OBTAIN 


HOW TO OBTAIN 


(examples} dragonthern x weedie; komecto x Funghuul 


SYNTHESIZE 


EVzeWT 


(Lineage) giganlOS vgordua; Giggntee x mDnsLfwr 


BAD EGG 


IP MONSTER FAMILY 


MAX STATS EOiJIPMEMT 




BAG O’ LAUGHS 


MONGER VtMILY ■ F l-V^K 


MAX STATS EQUIPMENT 




1 

stgkSj egaas \ 

a m* 

BfaMB 330 ~ 

B 

v;,: ,|:c C5 


mmr^r 



»£&3 

B 

BD 

Sffln_3«Q_ 

1 

■ y ■ y 


M' 

^ | 

CRACK ftSJZZ BT1 

mmm Am 

8 

FEAR MONGER 

m 


TRAITS 

CRAFTY GOBSTOPPER 

Reduces enemies' resistance to Gobsinpper. Has fid eHaet on enemies wbo are impervious 1o G-obstopper. 


traits 

CRAFTY SLEEPER 

Reduces e nerni es‘ resistance to sleep Has a 0 affect Ofl enefifties who a-e mp* vonsta sititL 


im 


5*np 


Cracky 

Zap 


IM n 


Donk 


fibrliterator 


Fire Rr-saih 


Whack 


Poison 
Drasn Magic 


Confusion 

In-aeimn 


-i 


Fnraiysa 


Sleep 


Sap 


Magical Ss&ol^iu 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(examples) komodo x ghost; slimu x dracky 

flEBT 

Possible sorting Monster. 


f rizz 

— 

3onk 

- 

Po'eon 

- 

Paralysis 

- 

Sang 

— 

Abiilieiaior 

- 

Dram Magic 

— 

Steep 

- 

Wtwsh 

- 

8 lade Blunter 

- 

Fizzle 

Vulnereto 

Ssg 

- 

Crack 

— 

Ft re Qraatti 

— 

Uabstopper 

— 

Sap 

— 

Zap 

- 

se Breath 

- 

Ban Danes 

— 

Decelerate 

— 

Zam 

- 

WTCk* 

- 

Contusion 

— 

Dim 

- 

Scz 

- 

Dazrtn 

- 

Inaction 

— 

Magical Sabotage 

- 



HOW TO OBTAIN 






EVEUT 


Doubtback (Night, bag dropped by satyr); Iceolation (Day. b^g dropped hy Jiammerhood) 


(onamples} komodo * bad egg; plahrpunkx stump chump 


PrssiDEr starting Monster 


103 








































































































































































MONSTER DATA 



Hi] BALHIB 


s 


JUSOfiltiTER 1’AftHLY I A SANK 


MAX STATS 


HP 

910 

[&? 

£00 

Attack 

m 

Defense 

9B0 

Agflijy 

4fiti 

WjsdWn 




T?ie amounl oS (jolt coins received after a battle is increased by £0^- If multiple monsters in !N team jo&sess 
this Irall, this pErrRntagEwill imine^ss 

CRAFTY DEVIL 

Reduces enemies' resistance to ait spells, abilities, and slates ailments. 


Monster can launch multiple altars in succession, 
altadisi 


SIZZMEISTER 

Boosts Slzz-w magic etiects while decreasing 

MP consumption 


Boosts Frizz-type magic effects while decreasing 
IMP consumption, 

TACTICAL TROOPER 

Monster will carry out an action once artwee in a 
row when not Given specific orders, 


Frij7 

— 

Don lr 

— 

Poison 

_ 

Paralysis 

_ 

Bang 

- 

AtHirteratcn 

— 

Drain Magrc 

Immune 

Sleep 

- 

Woosh 

Immune 

Blade Blunter 

- 

Fizzle 

"z- 

sag 

— 

Crack 


Fi?e Sreathi 

— 

Gntestopper 

- 

Sap- 

— 

Zap 

- 

lea Sreaah 

— 

Ban Ranrse 

— 

Dnceteralfi 

- 

Sarti 

- 

Wtert 

— 

Confusion 

- 

Dim 

Immune 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

MaglCai Sabotage 

- 


RESISTANCES 

FtIzz 

Immune 

Donk 

- 

Poise n 

- 

Paralysis 


Bang 

immune 

Abliliwator 

- 

Drain Maflk; 

- 

Sleep 

- 

Woosn 

— 

Blade Blunter 

- 

Fizzle 

- 

Sag 

- 

Crack 

- 

Ffnp Breath 

- 

Gdbsiopper 

— 

Sap 

— 

Zap 

— 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

— 

Zam 

- 

Whack 

Immune 

Guitijjsigfl 

- 

Dim " 

— 

Sizz 

- 

Dazzle 

Vulnerable 

traction 

- 

Magical Ealxnage 

- 


HAW TO OBTAIN 


iSCOUT 


(Four Bod'/) gold gn'mm a lirn fiend x golem * magmalrce 


Alter 100 communication Dames, a bafifb appears in the holding pan 


HOWTO OBTAIN 

SCDLTT 

- 

SVtfTHESJZE 

(Lingags) hargon x g g.Tmn 

EVENT 

- 
















































































































































































































































BEETLEBOY 


163 


i@mm ster family 


MAX STATS EQUIPMENT 


HP fM 

: G90 


"240 

A.Uack 


Defense 

820 

Agility 

560 

W&toro 

220" 



TRAITS 

PSYCHO gj 

- Iq'ws tnonstefi to psyche up in battle. 

CRAFTY ABI LITERATOR Bfll 

Rsd u rg& ste(ICC- to Ati il has po allect <mi enenttos. who a re i mpervious. to AMiterator 


BEETLEBULLY 


239 


MONSTER FAM=LY I S KArJK 


MAX STATS EQUIPMENT 


HP ' 

940 

■MR 

470 

Attach 

920 

Defense 

999 

Aglfity 

680 

, Wisdom 

480 


5* / 

P: 




BOUNTY HUNTER 


TRAITS 

PSYCHO 

Allows, mnnslnrft to psych ft ep in tell Ip. 



Effl 




H^ESlSTANC^i 

Fnn 

Vulnerable 

Pomfc 

— 

Ftotson 

- 

Paraiysis 

— 

Sang 

- 

Aijilitfirptor 

Immune 

Drain Magic 

- 

Steep 

immune 

Woosti 

— 

Btade Blunter 

- 

Finis 

— 

>0 .. 

— 

Crack 

- 

Rre areaan 

- 

Gohstapper 

— 

sap 

- 

Zap 

— 

Ice Breath 

- 

Ban Dance 

- 

Dweteratfl 

— 

Zam 

— 

Whack 

- 

Confusion 

- 

Dim 

- 

S-IZ7 

— 

Dazzle 

- 

inaction 

— 

Magical Sabotage 

- 


IKI BEHEMOTH SLIME 

m 


: MONSTER' FAMILY 



MAX STATS 


EQUIPMENT 


HP Wi 

~W] 

MP 

“Sin 

Attach 

470 

Deterge,. 

530 

Agility 

120 

WiSdCrm • 

180 1 


H ' » 

✓ Q §| 




WOOSH & 2 AP 


TRAITS 

PSYCHO 

Allows monsters to psyche up in tank 

DESPERADO 

incases thschance of Fanning a critical hit when HP is extremely low, 




Frizz 

— 

Oprtk 


Poison 


Paralyses. 

— 

Bang 

- 

Ah Iterator 

Vuleratite 

Drain Magic 

— 

Sleep 

- 

Woosh 

— 

Slade Blunter 

— 

Fttfle 

- 

Sap 

- 

Gratf 

- 

Tiie Drcutli 

- 

: BQb3t °P^ r 

-- 

Sap 


Zap 

- 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

- 

Zam 


Whack 

Immune 

Confusion 

— 

Pirn 


Sizz 

- 

Dazzle 

- 

1 radios 

- 

Magical Sabotage 



HOW TO OBTAIN 


(fijcampiesl angtf shim * -ikririK arn.i; si-no x z-xncm flame 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(examples) yabtry my ter slime: yabby 3! dancing llama 

EVENT 

- 



Frizz 

Vulnerable 

Omk 

— 

Poised 1 . 

Immune 

Paralysis 

Immune 

Sang 

- 

Ahilterator 

— 

Drain Magic 

- 

Sleep 

Immune 

Woosh 

- 

Bl^deElunleT 

— 

Fizzle 

- 

:$ag 

- 

Crack 

- 

fire Breath 

— 

GetKtDppf 

- 

Sap 

— 

Zap 

- 

Ice Brealh 

- 

Ban Parte 

- 

Daeelerale 

- 

Zam 

- 

Whack 

— 

Coniusaun 

Immune 

Dim 

f— 

Sizz 

- 

Dazzle 

- 

InacHofl 

tram una 

Mag irai Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(Lineage) beollebny * metal bn& slime 

EVEN! 

- 



HP 

770 

m 

410 

Attack 

_Z§L 

Defense 

710 

Agility 

m 

Wisdom 

450 


TRAITS 

BANGMfISTER 

Boosts Bang-type magic effects while decreasing MF consumption. 

TACTICAL TROOPER 

Monster will cany out an action once or twice ir a row wtren not given specific: orders 


mm 


FliJZ 

— 

Dun* 


Poi&nn 

— 

Paralysis 

— 

Bang 

Heals 

r 

AbilSteniiur 


Brain Magic 

- 

Sleep 

- 

WflS r 

— 

Gla$f Blunter 

- 

Fizzle 

Vulnerable 

Sag 

- 

Crack 

- 

Fire Breath 

— 

Gotatopper 

- 

Sap 

- 

Up 

- 

ice Breath 

- 

Ban Danca 

— 

Decelerate 

- 

Zam 

- 

W track 

Immune 

Confusion 

— 

Pirn 

- 

: Sizz 

- 

Dazzle 

— 

inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

s&m 

— 

SYNTHESIZE 

(Lmeageiarchdaraor a great dragon: anchdanar x atlas. archdemon-Kgdd pofem archdemon x dessert demon 

EVENT 

— 
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ONSTER DATA 



BESHEMOTH SLIME 


112 


4t.MONST€fi FAMILY 




m O' m 

B'i B' 





FRIZZ & JAM 

ID 


traits 

FR12ZMEISTER 

Soostc Frlzz-lyp-ft-niagic oher.ts, while decreasing MPconsumplton. 

DESPERADO 

increase II 1 # cha (ice or land mg a e ritical h it when HP is mci rnm^ly iinv 


HOW to obta;k 


SYNTHESIZE 

EVENT 


(Lineage) sba-sllma xbehfimon S-inne 


BLACK DRAGON 


238 


MONSTIR FAMILY ■ S HAM 





TRAITS 

ZAMMFlSTfR 

Boasts Zam-type magic effects Vrfille decreasing ME consumption. 

SCARE STARE 

Can unnerve ansmiflswllh3*>lerdrsgglareardimmobiliseIfiamat lha slarl of 3 bailie. 



TRAITS 

LAST WORD 

Monster will attach last in battle. 

GRAND SLAMMER 


HIT SQUAD 

Monster can launch mullipla attacks in succession 
attacks} 


IMPOSING 


Attacks atrrke a J enemies and damage dealt by skills The rnon^ter'=; imposing presence can immobllisa 


and abilities increases 


enemies at the slart of a battne. 


RESISTANCES 

FJ12Z 

Immune 

Panh 

- 

Raison 

- 

Paraiysia 

— 

Bang 

- 

ANUtar^rtor 

- 

□rain Magic 

— 

Sieap 

_ 

Woosh 


Biade Baunler 

Vulnerable 

IVzzk 

- 

£ 

— 

jCiact 

— 

Fire Breath 

- 

Gobstcpper 

— 


_ 

Zap 

— 

Ic-n Breath 

- 

Ban Dance 

- 

Decelerate 

— 

Zero 

- 

Whack 

- 

Conlirsian 

- 

Ojm 

— 

Sltz 

- 

' Dazzle 

- 

Inaction 


Magical Sabotage 

- 


mi 


mm 

Dflftk 

Immune 

POISMl 

SR 

Immune 

Pamiysis 

immune 

Bang 

— 

AbiMeralor 

—■ 

Magic 

— 

Sleep 

Immune 

WiKtsh 

- 

Blade Blunter 

— 

fizzle 

- 

Sag 

— 

Crack 

- 

Fire Srpalli 

— 

Gdbstowier 

Vulnerable 

Sap 

_ 

7a a 

Immune 

Ice Breath 

- 

San Dance 

- 

Oecuiarate 

— 

Zam 

- 

Wiwk 

Immune 

Cfifirnsion 

Immune 

Dim 

— 

3Lll 

- 

Offitzie 

— 

tnacton 

Immmw 

Magical Sabotage 

— 



HOW TO OBTAIN 


SCDLJT 

icaolsrt'uMi 

SYNTHESIZE 

— 

EVENT 

- 


BODKIN ARCHER 


120 


p^fWOMSTER. FAMILY I C' ^'JK 


EQUIPMENT 


:; ^ll 

Attack' .... 
■ Defend 

630 

460 

55D 

ho 


m 

WiStkliT! 

340 



✓ EZSM 

FORTIFIER 


TRAITS 

CRAFTY POISONER 

Reduces enemies' resistance to poison. Has no eifed on inemiaa who are impervious lo poison. 


iffi 


RESISTANCES 

Friei 

- 

Doilk 

— 

Poison 

- 

Paralysis 

— 

Bang 

- 

Abil iterator 

— 

Drain Magic 

- 

SlMp ! 

— 

Wcosh 

_ 

SPiia Blunter 

— 

Fizzle 

— 

Sag 

— 

' Prack 

— 

Fire Breatii 

- 

GflbslopKr 

- 

Sap 

— 

iZap 

- 

Ere Breath 

- 

[■" r •' — 

Ban Danoa 

— 

Decele'ute 


zam 

immune 

Whack 

Immune 

CoKfusion 

- 

Dim 

— 

Sis 

Immune 

Paofe 

- 

inaction 


Magical Sabotage 


HOW TO OBTAIN 

scour 

- 

SYNTHESIZE 

{Lmeage) great dragon x Jinn* targp 

EVENT 

— 


1 RESISTANCES 


Frizz 

— 

| Dosik 


FOiSflll 

Vumerable 

Paralysis 

— 

Bang 

- 

! Abililerator 


Drain Magic 

— 

Sleep 

— 

Woosh 

- 

| D lade Dlunki 

- 

Fizzle 

immure 

Sag 

— 

Crack 

- 

1 Rre Breath 

- 

Gob stopper 


Sap 

— 


- 

ice Breath 

— 

Ban Dance 

— 

Decelerate 

— 

Zam 

- 

. Whack 

- 

Conlusmn 

— 

t Dim _| 

— 

Sizz 

- 

Dazzle 


Inaction 


Magical SafHjIagH 

- 

HOWTO OBTAIN 



' SCOOT 

BemusiOleuin {raining} 

SYNTHESIZE 

(examples} weartiger x eveel; night emperor x rim rand 

FVFWF 
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TRAITS 



HP 

700 

MR 

660 


sao 

■ Offense- 

630 

AailPty 

TOO 

WrBdoffl 

230 


I ^ 

s/ 


HEALER 


TRAITS 

HEALTH PROFESSIONAL 

Soosls heaving sp-ell effe-cls while decreasing MP consumjil ion. 



- 

DDnk 

- 

Poison 

- 

Paralysis 

- 

Seng 


Abiiiterator 

- 

Drain Magfc 

- 

Sleep 

- 

/.aosf: 

— 

Pad? Runier 

Vulnerable 

Fizzle 

- 

Siff 

- 

~ir" 

— 

Fite BreaBi 

- 

Sohsltippei 

- 

Sap 

- 

ZlL- 


tee Breath 

- 

Ban Dance 

- 

Decelerate 

— 

Zsm 

— 

wnack 

— 

OamusiQh 

immune 

□im 

- 

&IZ 

- 

Dazzle 

~ 

inRction 

- 

fX'iagicaJ Sabotage 

- 


HOW TO OBTAIN 


SCOUT 


3IENT 


: ‘ -i HES1ZE j (Iweage) juni ?. Nalu 10 Family, mun> x Nalyre Family; boh x Nature Familry 


BONA CONSTRICTOR 

HB 1 

MAX STATS EQUIPMENT 

✓ Q 



nwiTS 



RESISTANCES 

Friz: 

- 

DOnk. 

— 

Poison 

- 

Paralysis 

- 

Bang 

— 

Adulterator 

— 

Drain Magic 

Vulnerable 

Staep 

- 

Wdcsh 

- 

Blade Blunter 

— 

f&ig 

immune 

Sag 

- 

Crack 

- 

fire Breath 

- 

Sobstwer 

- 

Sep 

— 

Zap 

- 

Ice Breath 

— 

Ban Dane* 

— 

Decelerate 

- 

lam 


Wheat 

— 

Confusion 

— 

Dim 

- 

Slzz 

- 

Dazite 

- 

inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

)Lin£a$E) jum k Baast Family; boe x Beast Family; mum x Beast Family 

EVENT 

- 


BONE BARON 


230 


FAMILY I A HANK 


MAX STATS EQUIPMENT 


I 





TRAITS 

COUNTERSTRIKER 

Monster may launch a qoi*ni&r-attacic when attacked, 

HECKLING HECTOR 

Wnen an enomy's tension increases ip battle, ail tofts' ?5n$--r v. * tom-atica \ ssc'ssse 



BT1 


rrtn 

- 

Dunk 

- 

• itoison 

- 

Paralysis 


ing 

— 

Abiliteratar 

- 

Drain Magic 


Seen 

— 

woosh 

- 

Blade Bluntm 

— 

■ Fizzle 


^ . 

- 

Track 

- 

fine Breath 

- 

Gohstasuer 

- 

sap 

— 

Lrr 

— 

lea Breath 


3 an Dance 

— 

□ttElaraba 

[ immune 

Iim 

- 

Whack 

- 

CdiitiaEiqn 


Dim 

— 

$3 

- 

Pazzta 

Venerable 

Inaction 

— 

MagiCa! SabOtayu 

— 


HOW fC OBTAIN 


E >MTHESIZE 


UnshorE - EEmuBfiiaum (daar, day) 


(e^ampies) phantom fencer x silvapilhacus; stump chump x firn fiend 


' Frizz 

— 

Donk 

— 

j Poison 

— 

Paralysis 

- 

Bang 

- 

Abiiilerator 

- 

Drain Magic 

— 

Sleep 

- 

1 Wpijsh 

— 

Slsdg Blunter 

- 

Fizziff 

- 

Sag 

- 

: Crack 

- 

Fire Brealb 

- 

Gotistopaar 

— 

Sap 

- 

j 2dp 

Vulnerable 

IcE 3reath 

- 

Ban Dance 

— 

D&CE^sralR 

- 

1 Zam 

— 

Whack 

Immune 

Confusion 

- 

Dim 

- 

1 Sizz 

- 

Danis 

1“ 

inaction 

Immune 

Magical Sabotage 

- 


HOW TO OBTAIN 


SCOUT — 


EVENT 


SYRThtg-iZE | (UneaigE) gnm rider x darn slime tonight; Brim rider x fiiOlOTkar 
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MONSTER DATA 

































































































































































TRAITS 

ARTFUL DODGER 


Doubles the chance Di evading Ananiy atlacks. 



BEG HITTER 


increases damage dtall by attacks, sJtlfls and abilities. 


CRACKlVlEiSTEfl 


Boosts Crack.-type maple effects while decreasing 
MP consumption. 



TRAITS 

CRAFTY DECELERATOR 


im 


Reduces fliiemiss' resistance to Dcceicrat-s-typs magic, Has no tfiwt on enemies who are Imjwrvtoue ro 

DersterstE-lypR magic. 



RESISTANCES 


Frizz 

3 

pDonk 

- 

Patean 

i— _ 

ParafycK 

- 

Bang 

- 

| ^iterator 

- 

Drain Magic 

— 

Sleep 

— 

Wnosn 

- 

B3ade Blunter 

- 

Rizte 

— 

Bag 

- 

: Crack 

- 

Fire Breath 

- 

GobstDpper 

Immune 

Sap 

Immune 

Zap 

- 

Ice Brealh 

- 

[fen Qsnce 

— 

Decelerate 

— 

Zam 

- 

Whack 

— 

Conlusnii 

- 

Dim 

- 

Srzz 

- 

i Dazzle 

1— 

Inaction 

- 

Mittal saatHafffi 

— 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(examples) spiked hane x mottle slime: spiked .Hare x brackf 

EVENT 

- 



TRAITS 

HIT SQUAD 


BEG HITTER 


Monster can launch nhulllpleamcksin succession. Increases dantayadesll hyaliacks, sk llsandab'l lies. 
(2 attacks) 



TRAITS 

PYSCHO 


Allows monsters ic psyche up in oatsle 




INTIMIDATING 


Can intimirjftto enemies and Immobilise them al the 
starioFa batlle 


TALENT SCOUT 


Scout gauge can be boosted when a show af strength Is launched. 


RESISTANCES 


Frizz 

- 

Dunk 

p 

Piwsqp 

— 

Paralysis 

- 

Bang 

- 

Ah ii iterate r 

[— 

Drain Mag re 

— “ 

Sleep 

ImmunH 

Woosh 

- 

Brads Burner 

- 

Fizzle 

— 

Sag 

- 

Crack 

- 

Fire Breath 

- 

fipbBtPppar 

- 

Sap 

— 

Zap 

- 

ice 

— 

Ban OancE 

— 

decelerate 

- 

2 am 

- 

Whack 

Immune 

ConfosiGn 

- 

Orffl 

- 

Sin 

Vulneraafa 

Dazzle 

immune 

inscrlun 

- 

Magics Sabotage 

- 


HOWTO OBTAIN 

LGL.I 

TraiHDdratinn (night) 

SYNTHESIZE 

(Lineage) diEmon x gigantes.; diemcn n buffilogra; glgantes x birffaJflflre 


- 


RESISTANCES 


Frizz 

- 

Donk 

— Faison 

- 

; Paralysis 

- 

Bang 

- 

Ahilirarator 

— Drain Magi: 

trarugne 

| Steep 

- 

Woosh 

- 

Blade Blunter 

' — Fizzle 

— 

: Sag 

— 

Crack 

- 

' Fira Breath 

— Dpb5toppe=" 

- 

Sap 

- 

Zap 

— 

1 Ice Breath 

Ban Dance 

— 

Decelerate 

- 

Zam 


Whack 

— CnnlpsHjn 

- 

, Him 

- 

Sizz 

Immune 

Dazzle 

Inaction 

- 

Magical Sabotage 

— 


scour 

- 

SYNTHESIZE 

1 Linear) hammerhead if Nature Family 

EVENT 



HOW TO OBTAIN 



















































































































































































BUBBLE SLIME 


^'.JAOHSTER' FAMILY | F WP* 



MAX STATS 


equipment 





fM s/ nil 

S LI HER 



TRAITS 

POISONOUS 

MonsteT snav InlllffifWlson on enemies upon being attacked. 

CRAFTY POISONER 

Reduces enemies rahMflM to poison. Has no effect on cnsmies who are impsrvioustc poison. 



TRAITS 
PSYCHO 

Allows nionstaista psychs uo in battle. 

CRAFTY GOBSTOPPER 

Reduces enemies' reslslanc^ lo Gobstopper Has no eflect bn tnamies wtw are impervious to Gobstopper. 


Frizz 


Domr 

— 

Poison 

Immune 

Paralysis 

- 

Band 

— 

AblliteiatDr 

- 

Drain Magic. 

- 

j Sleep 

— 

Woosh 

— 

Bkide Blunter 


ftzrie 

- 

'Sab' 

— 

Crack 

_ 

Fra Breath 

— 

, Qosstniiper 

- 

; Sap 

- 

Zap 

_ 

Ice Breath 

— 

■ Ban Dance 

- 

j Beetle rate 

— 

Zam 

_ 

Whack 

- 

' CoTilusion 

- 

I Dim 

— 

&a 

~ 

Dazzle 

- 

inaction 

Vulnerable 

1 Magical Sabotage 



HOW TO OBTAIN 


SCOUT 


(examples) weedc x stein p chump: slime x hjnghoul 


HP . 

460 

MP 

jio 

AlBHC : 


'Oei'otise 

560" 

Agility, 

m 

Wistiom. 

420 


TRAITS 

COUNTER STRIKER 

Monster may launch a counter-attack wlmn attacked, 

CRAFTY SLEEPER 

Reduces enemies' resistance to sleep Has no effect on Anamnes who are imperious to sleep. 



EH3 


Frizz 


□one 

— 

Fatson 

- 

ParaksiS 

- 

Sang 

_ 

Abiliterator 


Drain Magic 

- 

51?br 

Vulnerable 

Wooth 


Biaria Blunter 

— 

Fizzle 

- 

Sag 

Immune 

Crack 

_ 

Fire Breath 

— 

Gobstopper 

— 

Sep 

_ 

Zap 

_ 

Ice Breath 

- 

Ban Dane* 

— 

Decelerate 

— 

2am ~ 

_ 

Whack 

- 

Delusion 

- 

Dim 

— 

Slzz, 

- 

Dazzta 

- 

Inaction 

- 

Magical SebOtsga 



HOW TO OBTAIN 


SCOUT 


ifissumplesj chimera x drain drone; swam iti papers * trpflface 


RESISTANCES 

Fmz 

_ 

Don* 

— 

Poison 

— 

Paralysis 

“ 

Bang 


Abl Iterator 


Drain Msaic 

— 

Sleep 

— 

Woosh 

— 

Binds Blunter 

- 

Fizzle 


Sag 

— 

Creek 


tire Breath 

- 

Gcftstoppor 

- 

Sap 

— 

Zap 

— 

Ice Braalh 

- 

Ban Danse 

— 

Decelerate 

- 

--1 

zam 

_ 

Whack 

ImmiinE 

Contusion 

immune 

Dim 

— 

Sizz 

- 

Darrtc 


Inaction 

- 

Magical Sabotage 

— 


HOW 10 OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(examples) gigantes x Urakularge; dancing flame xpramw 

EVENT 




MAX STATS 



DESPERADO 

increase flu chance ol landing critical hit when HP is evtremely low 


LOGTIST 

The chance of receiving items after a tattle s Increased. II multiple monsters In the team possess in-strait. 
I hit chance will increase further 


Fttzz 

_ 

DonK 

— 

Prison 

- 

Paralysis 

— 

Bang 

_ 

AJbiliterator 

- 

Drain Ma&it 


Sleep 

— 

Woosh 

— 

r—- ' 

Blade blunter 

- 

Tizde 

VufciereWa 

Sag 

- 

Crack 

_ 

Fire Breath 


□ohstopper 

— 

Sap 

— 

Zap 


Ice Breath 

— 

Ban Danes 

— 

Cecelerase 

— 

2 am 

_ 

Whack 

Immune 

Confusion 

- 

Dim 

— 

Sizz 

- 

- - 

- 

• nactipn 

- 

Magical Sabnlage 

— 


HOWTO OBTAIN 


SYNTHESIZE 

EVENT 


(Lineage) goodybaa x gaadybag las i*ast ane must be level t9 sr k 
r Examples) dancing llame < int spitoik * 'me 
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-hp' 

2380 

MR . 

380 

Attach' ' 

690 

Li^dDSt 1 

1090 

Agility, ■. 

190 

; Wrsdi^rfi 

690 


TRAITS 

DOUBLE TROUBLE 


HIT SQUAD 


Monster will act hvice in succession when not given Monster can launch multiple attacks In succession 
specific orders, (2 attacks) 


GRAND SLAMMER 


CLOSE SCRAPER 


At I a r ks strike aJl e nermes and dan: age dean fry skills Enables m on s ter to s urvl ^e Fatal da m age v/ii h 1 h P 
and abilities increases 


TRAITS 

RABBLEROUSER 

Can increase tension of all allies at the start of a battle. 

CRAFTY BLADE BLUNTER 

Reduces enemies resistance to Blade Blunter. If as no effect on enemies who are Impervious to Blade Blunte: 


m 


| RESISTANCES 


Wfflmmm 

■i 

Frizz 

Reflect 

Donk 

- 

Poison 

Immune 

Paralysis 

Immune 

Sang 

Relied 

AEHiterator 

- 

Drain Magic 

— 

Sleep 

Immune 

Woosh 

Refiect 

Blade Blunter 

- 

Fizzle 

— 

Sag 

_ 

Ciack 

Hefted 

fire Breath 

- 

Gcmstoppsr 

— 

Sap 

_ 

Zap 

■ Reflecl 

Ice Breath 

— 

Ban Daitee 

- 

Decelerate 

_ 

Zsm 

- 

Whack 

Immune 

Confusion 

immune 

Dim 

_ 

Six 

Relied 

Dazzle 

_ 

Inaction 

Immune 

Magical Sabotage 

- 


TAIN 

hhhhhhbh 

SCOUT 

— 

SYNTHESIZE 

(four-body) slime x enabl'd x rurn x gem slime 

EVENT 



CAPTAIN CROW 


S RANK : 



MAX STATS 


HP'.''; 

870 

UP-' 

700 

AEttl&k 

800 

' P^iertse; 

880 

Agility v, 

820 

■ J «0 


EQUIPMENT 

x/ I 


v/ H| y 



CAPTAIN CROW 


TRAITS 

PSYCHO 

Allows monsters to psyche up in battle. 

RABBLE R0USER 

Can increase tension of ail allies at the start of a baltie. 


Frizz 

Vulnerable 

Oonk 

- 

PorSOil 


Paralysis 


Bang 

— 

Abii itHralc r 

- 

Drain Magic 

“ 

Steep 

Immune 

Woosh 

— 

Blade Blunter 

— 

Rzzle 

— 

Sap 

- • 

Crack 

— 

fire Breath 

— 

Gnbstopper 

- 

Sap 

_ 

Zap 

t 

fee Breath 

- 

Ban Dance 

— 

Decelerate 

_ 

Zam 

■ — 

Whack 

— 

Conrusion 

- 

Dim 

_ 

Sizz 

“ 

Dante 

— 

Inaction 

— 

Magical Sabotage 








TRAITS 

HIT SQUAD 

Monster can launch multiple attacks in succession 




MIME 

Em 



Frizz 

- 

| Qonk 


Poison 


Paralysis 

immune 

Bang 

— 

1 Abilfteratar 

- 

Drain Magic 

- 

Steep 

_ 

Woosh 

— 

Blade Blunter 

— 

Fizzle 

- 

Sag 

_ 

Crack 

— 

Fire Breath 

- 

Gpbsfopper 

— 

Sap 

! 

Zap 

T~- 

— 

Ice Breath 

~ 

Ban Dance 

- 

Decelerate 


Zam 

— 

Whack 

Immune 

Confusion 

Immune 

Dim 

_ 

Sizz 

-77 

Dazzle 

— 

Inaction 

- 

Magical Sabotage 

- 

HOW TQ OBTAIN 

SCOUT 


SYNTHESIZE 

— 

EVENT 

70 ? ---- 
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CHEEKY TIKI 


•VlQNSTFR FAMILY I E RAtJK 



MAX STATS 


HP 

48Q_j 


430__j 

Attack 

530 | 

Defend. 

600 

Agility 

210 

Wisdom 

290 


EQUIPMENT 



TRICKSTER 


rm 


TRAnS 

CRAFTY DAZZLER 

Reduces eetemi-ss' resistance to Dazzle-type magic. Has no effect on e a emits who are impo rvious. to 
Dazzle-type magic. 




520 

W 

"370 

A flack 

| 450 

Defense 

500 

Agility 

350 

. Wisdom 

[ 410 


CLEANSER 


TRAITS 

HIT SQUAD 

Monster can launch mulllpte attacks, in succession, [t attacks) 


CRAFTY DANCE BANNER 

Reduces enemies' resistance to Ben Dance. Has no effect on enemies who are impervious to Dan Dance. 


frizz 

Immune 

Donk 

_ 

Poison 

- 

Paralysis 

- 

Bang 

immune 

Adiliterator 

— 

Drain Magic 

— 

Sloop 

- 

Woosh 

_ 

Blade Blunter 

- 

Fizzle 

— 

Sag 

— 

Crack 

Vulnerable 

Fire Breath 

— 

Gobstopper 

— 

Sap 

- 

Zip 

_ 

Ice Breaih 

_ 

Elan Dance 

— 

Decelerate 

- 

Zam 

_ 

Whack 

_ 

Confusion 

- 

Dim 

- 

3'iz 

Immune 

Dazzle 

— 

Inaction 

— 

Magical Sabotage 

- 


NOW TO OBTAIN 


Treepdtelion (night) 


! ft ter pies: l;-; ink < i ■ i:. i lal pitcher: vernam bea kqh >: d rohi dytn ik- 


CHIMAERA X 


115 


Monster family I C rank 




TRAITS 

HIT SQUAD 

Monster e-An launch multiple attacks In succession. (2 attacks} 

GIANT KILLER 

Monster can deal heavy damage ic L monsters. 



RESISTANCES 

frizz 

_ 

Donk 

— 

Poison 

— 

Paralysis 

— 

Bang 

_ 

AhEliteraitor 

— 

Drain Magic 

— 

Sleep 

— 

Woosh 

_ 

Btade Blunter 

— 

fizzle 

- 

Sag 

- 

Crack 


Fire Bream 

- 

GoOstopper 

— 

Sap 

- 

Zap 

_ 

Ice Breath 

— 

Ban Dance 

— 

Decelerate 

— 

Zam 

_ 

Whack 

Vulnerable 

Contusion 

Immune 

Dim 

— 

Stzz 

J- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

1” 


HOWTO OBTAIN 

SCOUT 

Douhtback tefear, day) 

SYNTHESIZE 

(examples) great sabrecub x sbe-siime; swarmfroopers x drohl drone 

EVENT 



CHIMAERA XY 


268 


MONSTER FAMILY I S SANK 




TRAfTS 

ARTFUL DODDER | 

Doubles the chance of evading enemy attacks. 


HIT SOU AD 

Monster can launch mulSiple attacks in succession, 
(2 attacks) 

GIANT KILLER 


DESPERADO 

increases the chance ol landing a critical hit when Monstercan deal heavy damage to L monsters. 
HP is extremely low, 


-rizz 

_ 

Donk 

_ 

Poison 

- 

Paralysis 

- 

Bang 


Abiiiteratar 

— 

Drain Magic 

- 

Sleep 

j — 

Woosti 


Blade Blunter 

— 

Fizzte 

— 

Sag 

— 

I^ack 

_ 

Fire Breaih 

Vulnerable 

Gobstopper 

- 

si r... 

- 

Zap 

_ 

Ice Bream 

— 

Ban Dance 

- 

Decelerate 

- 

Zam 


Whack 

immune 

Confusion 

- 

Dim 

Immune 

■ 

SizZ 

- 

Dazzle 

- 

inaction 

Immune 

Magical Sabotage 

— 


HQW TO OBTAIN 


SCOUT 


iLiraagei cumara * clii,ri;ji:ia (both roust he at least level 20) 


Frizz 

_ 

Donk 

— 

Poison 

— 

Paralysis 

- 

Bang 

._ 

Ablllterator 

— 

Drain Magic 

— 

Steep 

- 

Woosh 

Immune 

Blade Blunter 

— 

Fizzle 

- 

Sag 

- 

Crack 

_ 

Fire Breath 

Vulnerable 

■Gobstopper 

— 

Sap 

Immune 

Zap 

_ 

ice Breath 

— 

Ban Dance 

- 

Decelerate 

— 

Zam 

_ 

Whack 

Immune 

Contusion 

— 

Dim 

Immune 

Sezz 

- 

Dazzle 

- 

Inaction 

Immune 

Magical Saboiage 

— 


SYNTHESIZE 

““ 


(Lineage) chi maera X x ohima&ra X (tioih must be ai least level 50) 
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TRAITS 

PYSCHG 

Allows mprr$ter& to psych? up in battle. 

GIANT KILLER 

Monster can deal heavy damage to L monsters. 


Eiano 


Crack 

Zap 


Drain Magic 


Flnifl 


Gobstopper 


Ban Dance 


Paralysis 


Sleep 


Sag 


Sap 


HOWTO DBTAFN 

SCOUT 

- 

synthesize 

(Lineage) incarnus family * Maters Family (Rank A Dr lower) 

EVENT 

- 



TRAITS 

FLY SWATTER 

Prevents enemies from using ArlM Dodger. 


TRAITS 

PYSCHG 

Allows monsters to psyche up In battle. 

HIT SQUAD 

Monster can launch multiple attacks in succession. (3 attacks) 


RESISTANCES 

mm 

Frizz 

- 

Dunk 

Immune 

Poison 

Immune 

Paralysis 

Immira 

Gang 

immune 

Abiliterator 

50% Resist 

Drain Magic 

— 

Sleep 

Immune 

Woosh 

- 

Blade Blunter 

50% Resist 

fizzle 

50% Resist 

Sag 

50%-?:^ 

Crack 

— 

Fire Breath 

— 

Gobstopper 

- 

Sap 

50% ; ;ss 

Zap 

— 

tee Breath 

- 

Ban Danes 

- 

Decelerate 

50% Rasa | 

Zam 

— 

Whack 

Immune 

Contusion 

immune 

Dim 

50%F^;S 

Sizz 

- 

Dazzle 

Immune 

inaction 

Immune 

Magical Sabotage 

Immune 


HOW TO OBTAIN 



scorn- 

— 

SYNTHESIZE 

(Lineage) Incarnus Family x Material Family (Ranks or higher) 

EVENT 




HP 

73D 

MP 

480 

Attack 

690 

-fiafense: 

770 

.Agility '. 

910 

Wisdom 

810 


CURE-ALL 


TRAITS 

PSYCHO 

Allows monsters to psyche up in battle. 

COMEBACK KID 


Monster will have a slim cftjnce o! being revived after 
dying. 


HIT SQUAD 

Monster can launch multiple attacks in succession 
(4 attacks) 


ROW TO OBTAIN 


Frizz 

- 

dank 

- 

Poison 


! Paralysis 

_ 

Bang 

- 

Abil iterator 

- 

Oram Magic 

— 

; Sleep 

Immune 

Woosh 

- 

Blade Biunler 

— 

Fizzle 

Vulnerable 

Sag 

_ 

Crack 

- 

Dre Breath 

- 

be I: /. :;: :: r " 

— 

Sap 

— 

Zap 

- 

Ice Breath 

— 

Ban Dance 

- 

Decelerate 

— 

Zam 

- 

Whack 

— 

Confusion 

— 

Dim 


Sizz 

- 

Daztfe 

- 

Inaction 

- 

Magical Sabotage 

- 


(samples) li rebird y beetleboy; merman x dark slime 


Frizz 

immune 

Oonk 

— 

Person 

— 

Paralysis 

— 

Bartg 

— 

Abitlterator 

— 

Drain Magic 

- 

Sleep 

— 

Woosh 

Immune 

Glade Biunler 

- 

II J u 

Fizzle 

- 

Sag 

— 

Crack 

— 

Fine Breath 

— 

Cobsiopper 

- 

Sap 

— 

jgg-.-j 

— 

Ice Breath 

— 

Ban Dance 

Immune 

Decelerate 

— 

Zam 

- 

Whack 

— 

Confusion 

— 

Dim 

— 

Sizz 

- 

Dazzle 

— 

Inaction 

— 

Magical Sabotage 

— 




HOW TQ OBTAIN 


(Lineage) touktave x Thomelia; conklaua x Mcrtetla 
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CONKLAVE 


28 


tf ' MGNSTFR FAMILY. 



MAX STATS 


-HP ; • 

400 

W : 

220 

Attach ' 

480__ 


350 _ 

Agility- 

040 

W?5dD[fl; 

J80 


EQUIPMENT 

✓ I 

I 

v' 



FRIZZ * WOOSH 


TRAITS 

lit T SQUAD 

Monster can launch multiple attacks in succession. (4 attacks 

TALENT SCOUT 

Seoul puge can be boosted when a show ol strength i£ launched. 


Fruz; 


Donk 

--1-— 1 

— 

Prison 

- 

Paralysis 

Vulnerable 

Bang 

— 

AtHlilerator 


Dram Magic 

- 

Sleep 

— 

Wna^h 

- 

Blade Blunter 

- ! 

Fizzle 

- 

Sag 

“ 

Creek 

— 

Fire Breath 

— 

Gcbsioppe-r 

— 

Sap 

— 

zap 

— 

lee Breath 

- 

Ban Donee 

- 

Decelerate 

Immune 

Zara 

— 

Wreck 

— 

Contusion 

- 


— 

Si22 

- 

Dazzle 

- 

Inaction 

- 

... 

Magical Sabotage 

- 


HQW TO OBTAIN 

SCOUT 

Treepidation (raining) 

SYNTHESIZE 

(examples) winky x vrax murderer; dracky x lurvghoul 

T'/EtfT 

_ 


CONKLAVE XY 


271 


Ml MONSTER FAMILY 



MAX STATS 


EQUIPMENT 


r 740 

% 

[ 000 
f SQQ_ 

wm 

;# 

rescT 

m 

f 370 
\ 610 

B 



USER DARK DYNAMITER 


TRAITS 

PSYCHO 

Allows monsters to psyche up in bailie. 

TACTICAL TROOPER 

Monster will carry out an action once or twice in a 
raw wlten not given specific orders. 


HIT SQUAD 

Mansler cab launch multiple attacks in succession 
(4 attacks! 


Friz: 

— 

Dorck 

— 

Poison 

- 

Paralysis 

- 

Bang 

— 

Ablllter-ator 


Drain Magic 

- 

Sleep 

- 

'.Vposts 


Blade Blunter 

- 

Fizzle 

— 

Sag 

- 

Crack 

— 

Fire Ere-ate 

— 

Gobstopper 

— 

Sap 

- 

Zap 

immune 

ice Bream 

— 

Ban Dance 

— 

Decelerate 

immune 

2am 

— 

Whatk 

Immune 

Ctmfu&ion 

- 

Dim 

- 

fiff 

- 

11 ■ 1 

Dazzle 

Vulnerable 

Inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


SCOUT 


{Lineage) conklave X x conklave x (both monsters must he level 50 or higher) 



MAX STATS 


HP 

MP 

’"460 j 

280 I 

n ' 

Attjsi/tt 

550 

fflgt j 

Gefari^e 

400 


Agility- 

620 

m f 

Wisdom. 

"240 

m 


FRIZZ & WOOSH 


TRAITS 

EARLY BIRO 

Monster will attack lirst in battle. 

YELLOW-BELLY 


Monster may occasionally become flustered and 
unable to act. 


HIT SQUAD 

Monster can launch multiple atiaeks In succession. 
(4 attacks) 


Frizz 


Donk 

— 

Poison 

Vulnerable 

Paralysis 

- 

Bang 

— 

Abiliterator 

- 

Drain Magic 

— 

Sleep 

- 

Woosh 

- 

Blade Blunter 

— 

Fizzle 

— 

Sag 

- 

Crack 

— 

Fire Breath 

- 

Gobstopper 

— 

Sap 

- 

Zap 

Immune 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

Immune 

Zarn 


Whack 

- 

Contusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

— 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(Lineage) conklave x conklave (both monsters must be at least level 20) 

FVFNT 

- _ 



jSSS 

MP : 

560 

200 

*y ;vj< 

■ Attack ■ ■ 

iso 

Detense 

880 

Agh:-y 

520 

.Wisdom- 

200 


a / m 


DEFENDER 


TRAITS 

CLOSE SCRAPER 

Enables monster to survive fatal damage with VHP. 


Fritf 

Vulnerable 

Donk 

Immune 

Poison 

- 

Parefysls 

- 

Bang: 

— 

Ah liter star 

— 

Drain Magic 

- 

Sleep 

- 

Woosh 

— 

Biarle Hl.j.k: 

- 

FizzJe 

- 

Sag 

- 

Crack 

— 

Fre Breath 

— 

Gobstopper 

- 

Sap 

- 

Zap 


Ice Bneatit 

— 

Ban Dance 

— 

Decelerate 

- 

Zam 

— 

Whack 

— 

ConTusion 

- 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


HOW TQ OBTAIN 


Unsiiore (clear) 


(examples) boring bug x snowmangler; swanruroopens a nigfrt emperor 
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MONSTER DATA 





®V £;/ | i ffe \| ' 


CROSS BONES 


183 


& MONSTER FAMILY 


WAX STATS EQUIPMENT 



HP 

m 1 

MF • 

510 

Attack 

O 

^■r 

■LD 

Defense 

650 | 

• Agility 

490 { 

Wisdom 

710 | 



CROSS EYE 

ii mmwmm gj 

WAX STATS EQUIPMENT 


./ EZS 

MU SPELL 



TRAITS 

DESPERADO 

Increases, the chance of landing a critical hit when HP is extremely low. 

CRAFTYSAQQER 

Redness enemies' resistance to Sag-type magic. Has no effect on enemies 'who are Itnpervious to 
Sag-type magic. 


HYPNOTIST 

TRAITS 

HIT SQUAD 

Monster can launch mull ip le attacks in succession (4 attacks.) 

LATE RISER 

Monster may occasionally fall asleep at the start of battle. 



Frizz 

- 

Dank _ 

— 

Poison 

_ 

Paralysis 

_ 

Bang 

- 

Abiliteralar 

immune 

Oam Magic 

— 

Sieep 

— 

Woosh 

- 

Etiade Blunder 

- 

Fizzle 

- 


immune 

Crack 

— 

Fire Bream 

— 

Go&stopver 

— 

Sap 


5p. 

— 

Ice Breath 

— 

Ban Dance 

- 

Dece-feme 

— 


— 

Whack 

- 

Confusion 

- 

Dim 

tmmune 

SI n 

— 

Dazzle 

- 

Inaction 


Magical Sabotage 

~ 


Frizz 

- 

Clonk: 

— 

Poison 


Paralysis 


Bang 

- 

Abiliterasor 

— 

Drain Mag.: 

- 

S^ep 

— 

Woosh 

- 

Blade Blunter 

- 

Fizzle 

— 

Sag 

_ 

Crack 

Immune 

Fire Bream 

- 

Gobstopper 

— 

Sap 

— 

Zap 

— 

Ice Bream 

Immune 

Ban Dance 

— 

decelerate 

— 

Zam 

- 

Whack 

- 

Con-fusson 

- 

Dim 

— 

JSIZ2 

- 

DazZie 

- 

Inaction 

- 

Magical Sabotage 

— 


HOW TO OBTAIN 



HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(examples) lesser demon x orabid; lessor demon x dancing flame 

EVENT 

— 



TRAfTS 

HEALTH PROFESSIONAL 

ftoosls heating spell effects while decreasing MP consumption. 

CRAFTY MAGIC DRAINER 

Reduces enemies' resistance to Drain Magic spelts. Has no el feet on enemies who are Impervious to 
Dram Magic. 




SABOTEUR 

EH 


TRAITS 

PARALYSING 

Monster may inflict paralysis on enemies upon being attacked. 

LQQTIST 

The chance of receiving items attar a batile is increased. If multiple monsters m ihe learn possess tiiis trail, 
this chance will increase further 
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?40MST£R F«i(lY 


DANCING DEVIL 

mm 


l 


MAX STATS 


HP ' 

430 n 

MP 

590 

•Attack 

' 280 

Defense: 

620 

• Agility ; 

610 

Visitant :• 

610 


EQUIPMENT 
■%. ; 

M 

tsm&t 



e 


DANCING FLAME 


MONSTER FAMILY: I E RANK 



MAX STATS 


8 ✓ 


m 


HP .. 

480 

MP 

350 

IBhoo - 

Agility 

; 450 

Wsisdcrm 

430 


EQUIPMENT 






I ✓ 


FIRE FIGHTER 


TRAITS 

HECKLING HECTOR 

When an Enemy's tension Increases in Mile, all foes' tension will automatically decrease. 


CRAFTY DONKER plrfll 

Reduces enemies' resistance to DonMyp-e magic. Has no el feet on enemies who are impervious to 
Donk’lype magic. 


TRAITS 

FRIZZW1E1STEB 

Bnosss Frizz-typ-s magic elfepts while decreasing MP consumption. 

CRAFTY FRIZZER 

Reduces enemies' resistance to FrizHype magic. Has no efled on enemies who are impervious to 
F-rizz^type magic. 


Frizz 

— 

Donk 

- 

Poison 

- 

Paralysis 

- 

Bang 

— 

Abiliterator 

- 

Drain Magic ; 

Immune 

Sleep 

- 

Woosh 


Bia.de Blunter 

— 

Fizzle 

immune 

Sag 


Crack 

“ 

Fire Breath 

- 

Gobsiopper 

- 

Sap 

- 

Zap 

— 

tee Breaih 

1 — 

Ban Dance 

— 

Decelerate 

“ 

Zarri 

•- 

Whack 

— 

Confitsipn 

- 

Dim 

— 

Sizz 

- 

Dazzle 

- 

inaction 

- 

Magical Sabotage 

. . 


FrfeZ 

Heals 

Donk 

— 

Poison 

- 

Pamirs- 

- 

Bang 

— 

Abiliterator 

— 

Drain Magic 

— 

Sleep 

— 

W<H5Sh 

— 

Blade Blunter 

- 

Fizzle 

- 

Sag 

“ 

Crack 

Vulnerable 

Fife Breaih 

Heals 

Gobstopper 

- 

Sap 

- 

—“— 

Zap 

— 

Ice Breath. 

- 

Ban Dance 

- 

Decelerate 

- 

Zarn 

- 

Whack 

— 

Confusion 

— 

Dim 

— 

--— 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

— 


HOW TO OBTAIN 


; SCOUT 


Cragravation (clear) 


SYNTHESIZE (examples) imp x chamlrii dracky x imp 


HOWTO OBTAIN 

SCOUT 

Crapravatlpn (clear): Necropolis (night) 

synthesize 

(Lineagel irostburn * spitniV; Irostburn x (inspirit; {examples) spitnlk x wild slime; spitnik x fmgtace 

EVENT 




HP ^ 

590 

MP ■ 

560 

PmM-'y 

570 


520 

AqNty 

370 

Wi$&WT- : 

630 


|§|| 1 

- WiSdOETt : 

680 

900 

•f§ ^ 

MUSPELL ESI 




TRAITS 

SIZZMEISTER 

SOChELtsSlzz-type magic effects white''decreasing MP consumption 

CRAFTY PARALYSER 

Reduces enemies' resistance tn paralysis, Has no effect on enemies who are impervious to paralysis. 


£E9 


TRAITS 

ZAMMEISTER 

Boosts Zam-type ma-oit effects while decreasing MP consumption, 

HECKLING HECTOR 

When ae enemy's tension increases in battle. all foes' tension will automaSDally detreass. 


HOW TO OBTAIN 


Frizz 

— 

Dork 

- 

Poison 

- 

Paralysis 

- 

Sang 

— 

Abiliterafer 

— 

Drain Magic 

- 

Sleep 

- 

,'ropsh 

— 

Clads Blunter 

- 

FiZZlE 

— 

Sag 

- 

I^ck 

— 

FiTe Breath 

— 

Dobstopper 

— 

Sap 

— 

Zip 

immune 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

— 

ZiJTi 

- 

Whack 

— 

C&nfusloh 

— 

Dim 

Immune 


- 

Dazzle 

Immune 

inaction 

— 

Magical Saboiage 



(exmples) wreckfer x khaiaman kid: lessee demon x bodkin archer 


Bang 


Zap 

Zatn 


Drain Magic 


Gobsloppir 


Paralysis ■ 




Decelerate 

Dim 


Magical Sabotage 


HOW TO GST AIN ! 

SCOOT 

Cragravaitcn (clear, night); Necropolis 

SYNTHESIZE 

(examples) magic slime x gryphon; angel slims x skeleciar soldier 

EVENT 

- 
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MONSTER DATA 


DARK SLIME KNIGHT 


a 




i 


-WjNfi 



MAX STATS 


EQUIPMENT 




TRAITS 

PSYCHO 

Allows monsters to psyche up in battle. 

ZAMMEI5TER 

Eoosis Za m-type magic elf sets while decreasing MP con sumption. 


[ Frizz 

- 

Donk 

- 

Poison 

- 

Paralysis 

— 

Bang 

- 

Abiliierator 

- 

Drain Magic 

— 

Sleep 

- 

Woosh 

— 

Bftda Blunter 

immune 

Fizzle 

- 

Sag 

p 

Grack 

- 

Fire Bream 

— 

Gcbstopper 

- 

Sap 

- 

Zap 

— 

Ice Breath 

— 

Ban Dance 

— 

Decelerate 

— 

Zam 

Immune 

Whack 

- 

Confusion 

- 

Dim 

- 

Siz? 

“ 

Dazzle 

- 

Inaction 


Magical Sabotage 

- 


Necropolis (dayt 


(examples) rotten egg x soulspawn; angel slime x mimic 


DEMON-AT-ARMS 


199 


■ tf MONSII.K tAMItY 



MAX STATS 


EQUIPMENT 


p^| 


760 

MP 

420 

Attack 

600 

Defense 

690~ 

Agility 

460 

Wisdom 

| 500 j 


M * H 7 

s/ 



CRACK S ZAM 


TRAITS 

double TROUBLE 

Monster will ad;twice in succession when not given specific orders. 


DARKQNIUM SLIME 


253 


# MONSTER FAMILY I S RANK 


MAX STATS 



HP 

' *64 


999 

Attack . ■ 
Dgfen&B- 
•Agility | 
.Wisttorp \ 

' 820 
999 
"789 
"720 


TRAITS 

METAL BODY MM LAST WORD 

Guts damage s ustained from enemy atlactis to VZ, Mo nster w ill attack last in battle. 


MTSQUAD 


BIG HITTER 


Monets r can Fauns h m ultl pie atiacks in succession. I ncreases damage dealt by attacks. skMts and ab> li 1 - 

{3 attacks) 


RESISTANCES 


fw 

Immune 

Donk 

Immune 

FfoiSOP 

immune 

Paralysis 

Immune 

Bang 

immune 

Afrllforator 

Immune 

Drain Magic 

immune 

Sleep' 

immune ) 

Woosh 

immune 

Blade Blunter 

Immune 

Fizzle 

- 

Sag 

- 

Grack 

Immune 

Fire Breath 

immune 

Gobstoppsr 

Immune 

Sap 

- 

Zap 

Immune 

Ice Breath 

Immune 

Ban Dance 

immune 

Decelerate 

Immune j 

Zam 

immune 

Whack 

Immune 

Confusion 

Immune 

Dim 

Immune j 

Sizz 

immune 

Dairie 

- 

Inaction 

Immune 

Magical Sabotage 

Immune [ 


HOW TO OBTAIN 


(four-body) beshemoth slime x beshompth slims x king cuneslime x meial king slime 


DEMONRIDER 


55 


©■ MONSTER FAMILY I E RANK 


MAX STATS EQUIPMENT 




450 

■MP ' 

250 

; Attach ■: 

320 

Defense ; 

430 

Agility 

720 

Wisdom. 

360 




QIMINISHER 




TRAITS 

COUNTER STRIKER 

Monster may Jaunch a counter-attack when attacked. 


HIT SQUAD 

Monster can launch multiple attacks in succession. (2 attacks) 


CRAFTYSAUGER 

Reduces enemies' resistance to Sag-type magic. Has no effect on anemias who are Impervious to 
Sag-type magic. 



HDWT0 OBTAIN 

SCOUT 

Necropolis 

SYNTHESIZE 

(examples) anchdemon x pink sangulm; lesser demon * darn slime 

EVEN! 



Bang 


Crack_ 

; Zap 


Zam 

Sizz 


Fire Breath 
ice Breath 


Poison 
Drain Magic 


Gobstopper 
Gan Dance 


Confusion 

Inaction 


Paralysis 

Ssaap 

Sag 


Decelerate 


Dim 


Magical Sabotage 


HOWTO ORTAfN 

SCOUT 

- 

*" SYNTHESIZE 

(Lineage} skelegofl x Demon Family 

EVENT 

- 
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DESSERT DEMON 

ma 





TRAITS 

CRITICAL MASSACRE 

Doubles the chance of landing a critical hit. 


Ffift 

- 

Donk 

Vulnerable 

Poison 

- 

Paralysis 

- 

Bang 

- 

! ApllitsraSor 

- 

Dram Magic 

- 

Sleep 

- 

iVuDStl 

— 

Blade Blunter 

- 

Fizzle 

— 

Sag 

- 

Crack 

— 

Fire Breath 

- 

Gobslopper 

- 

Sap 

- 

Zap 

— 

Ice Breath 

- 

Ban Dance 

— 

Decelerate 

- 

Zam 

— 

Whack 

- 

Confusion 

- 

Dim 

- 

Sl27 

- 

Dazzte 

Immune 

Inaction 

- 

Magical Sabotege 

- 


HOW TO OBTAIN 


scour 


SYNTHESIZE 
E .'ENT 


(Lineage} imp x dancing ctevl; (examples) imp x shadow; dancing devif * dancing name 




DHURAN 


A RANK- 



MAX STATS 


HP' ' 

740 

MP 

600 

Attack:'' i| 

800 

D^ertsij 

060 

Agitity : 

650 

WisdpiTi 

610 


EQUIPMENT 

y j 
y i 
y 



REAPER 


TRAITS 

HITSQUAO 

Monster can launch mulllple attacks in succession (2 attacks) 

IMPOSING 

The monster's imposing presence can immobilise enemies al the atari; of a battle. 



HP " 

700 

MP 

860 

Attack 

690 

IpefGiftSfe 

540 

■MU 

Wisdom 

710 

990 


TRAITS 

PSYCHO 

Allows monsters to psyche up in battle 

COUNTERSTRIKER 


DHOULMAGUS 

HITSQUAO 


Monster can launch multiple attacks in succession. 
(2 attacks) 


ZAMMEISTER 


Monster may launch a counter-attack when attacked. Boosts Zant-lype magic effects while decreasing 

t.lP consumption. 


RESISTANCES 

Frizz 

— 

Oonk 

- 

Poison 

- 

Paralysis 

— 

Bang 

Vulnerable 

Abiliteralor 

- 

Drain Magic 

- 

Sleep 

- 

Woosh 

Immune 

Blade Blunter 

- 

Rzzle 

— 

Sag 

- 

Crack 

- 

Fire Breath 

- 

Gobstopj>er 

— 

Sap 

- 

Zap 

- 

Ice Brealti 

— 

Ban Dance 

- 

Decelerate 

- 

Zam 

— 

Whack 

Immune 

Contusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

ilmaage) alabast dragon x psaro; aiflfoasi dragaon x esiark 

EVENT 

- 


□I AM AG ON 


f MUNSTtRFAWI.Y 9 ??? RANK ■ 



MAX STATS 




■ y 


cm 


TRAITS 

PSYCHO 

Allows monsters to psyche up in battle. 

RABBLEROUSER 

Can increase tension of ail allies at the start ol a battle. 


HOW TO OBTAIN 


Friz: 

— 

Dank 

- 

Poison 

- 

Paralysis 

- 

Sang 

— 

Abifiterator 

- 

Drain Magic 

— 

Sleep 

— 

Woosh 

immune 

Blade Blunter 

- 

“Rule 

- 

Sag 

Immune 

E.'ick 

- 

Fire Breath 


Gobstoppei 

- 

Sap 

- 

liy 

- 

Ice Brealti 

- 

Ban Dance 

- 

Decelerate 

- 

Zam 

- 

Whack 

— 

Confusion 

- 

Dim 

- 

5<n 

- 

Dazzle 

Immune 

Inaction 

- 

Magical Sabotage 

- 


(examples) ctemon-at-arms x living statue; demon *at-arms x dancmg flame 


RESISTANCES 




■■■ 


Frizz 

— 

Donk 

Poison 

— 

Paralysis 

- 

Bang 

— 

Abiilteratpr j — 

Drain Magic 

— 

Steep 

- 

Woosh 

- 

Blade Blunter | — 

Fizzle 

- 

Sag 

- 

Creek 

- 

Fire Breath | — 

Gobslopper 

— 

Sap 

— 

Zap 

- 

iceBreath 1 Immune 

Bait Dance 

— 

Decelerate 

— 

Zam 

Vulnerable 

Whack 

Confusion 

— 

Dim 

“ 

"s'S" - 

- 

Dazzle 

Inaction 

- 

Maglcat Sabotage 

— 

HOW Tt 


FAIN 

■■nmm 



SCOUT 

. 

SYNTHESIZE 

lucamus Family x Beast Family (Rank A or lower) 

EVENT 




■MM 
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MONSTER DATA 



MAX STATS 


EQUIPMENT 





O':. bank 



MAX STATS 


EQUIPMENT 





01 m AGON IE4 


TRAITS 

PSYCHO 

Maws monsters to psyche up in battle. 

HIT SQUAD 

Monster can launch multi pie attacks Iff Succession. (2 attacks} 


|l|H 440 







WIND BLOWER El 




TRAITS 

WQQSHMEISTER 

Boosts Woosh-type maple efleets while decreasing MP consumption, 

WAVE OF RELIEF 

Wave of Refief may be launched automatically during battles. 


| Fr|;j 

— 

Da-ttk 

- 

Poison 

Immune 

Paralysis 

- 

• Bang 

- 

Abllttgralof 

— 

Dram Magic 

— 

Sleep 

- 

Woosh 

— 

&ade Blunter 

— 

Ffzzle 

— 

Sag 

— 

: Crack 

- 

Fire- Breath 

— 

Gobstopper 


Sap 

— 

Zap 

- 

Ice Erealii 

- 

Ban Dance 

- 

Decelerate 

— 

Zam 

— 

Whack 

Immune 

Confusion 

immune 

Dim 

— 

Sizz 

— 

Dazzle 

- 

inaction 

- 

Magical Sabotage 

- 


Frizz 

- 

Dank 

- 

Poison 

— 

Paralysis 

— 

Bang 

- 

Abiliterator 

Immune 

Drain Magic 

- 

Sleep 

- 

Woosh 

- 

Blade Blunter | 

— 

Rule 

- 

Sag 

- 

Crack 

- 

Fire Breath 

- 

Gghstopper 


Sap 

— 

Zap 

— 

Ice Breath 

- 

Dan Dance 

— 

Decelerate 

— 

Zam 

— 

Whack 

!- 

Coniusion 

Immune 

Dim 

— 

Sizz 

- 

Dazzle 

- 

inaction 

- 

Magical Sabotage 

I- 


HOW TO OBTAIN 


HOW TO OBTAIN 

scorn - 

— 

SYNTHESIZE 

(Four-body} winky x winky x winky x winky 

EVENT 

“ 






NIFLHEIM 


gm 


TRAITS 

BIG HITTER 


Kgjgnp 520 

(0 ' 


420 

Mm: MATERIALIST 

gm 


SCARE STARE 


Increases- damage deal! by attacks, skills and abilities. Can unnerve enemies with a piercing stare and 

immobilise them at the star! ul a battle. 

CRAFTY WOUSHER 


Reduces enemies' resistance to DonJt-type magic. 
Has no etrect on enemies wuo are impervious to 
Donk-type magic 


TRAITS 

CONFUSING TOUCH 

Can confuse enemies when attacking 

CHAFTY CONKER 

Reduces enemies' resistance to Donk-type magic, Has no effect on enemies who are impervious to 
Dank-type magic. 


Frlir 

- 

Dank 

Vulnerable 

I Poison 

— 

Paralysis 

— 

Bang 

- 

Abiliteralor 

- 

| Drain Magik: 

— 

Steep 

— 

Woosh 

- 

Blade Blunter 

— 

I Fizzle 

— 

Sag 


Crack 

- 

Fire Breath 

— 

: Gobstopper 

- 

Sup 


Zap 

- 

ice Bream 

— 

1 Ban Dance 

- 

Decelerate 

— 

Zam 

Immune 

Whack 

Immune 

| Confusion 

- 

Dim 

Immune 

Sizz 

— 

Dazzle 

— 

Inaction 


Magicaf Sabotage 





Frizz 

- 

Ddnk 

Jmmuna 

Poison 

- 

Paralysis 

— 

Bang 

— 

AbiliteraJor 

— 

Drain Magic 

- 

Sleep 

- 

Woosh 

- 

Blade Blunter 

— 

Fizzle 

- 

Sap 

— 

Crack 

— 

Fire Breath 

— 

Gobstoppar 

— 

Sap 

— 

Zap 

— 

Ice Breath 

— 

Ban Dance 

- 

Decelerate 

— 

Zam 

— 

Whaek 

— 

Confusion 

Immune 

Dim 

— 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


HOWTO OBTAIN 


SCOOT 

Cragravation (night) 

SYNTHESIZE 

(Lineage) warmonger x grlpevine 

EVENT 

— 


HOW TO OBTAIN 


(examples) dancing flame s bulllinch: spftnik x snowbird 
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Monster may launch a counter-attack when attacked. 



I ncraases damag e deal t by attacks, ski 11$ and abi Itttes Boosts WooslMy pe magic effects wh ite decreasing 

MP consumption 


DEADLY TOUCH 

Can send an attacked enemy to the hereafter. 


frizz 


Donk 

_ 

Poison 

- 

Paralysis 



. _ 

Abititerator 

— 

Drain Magic 

- 

Steep 

— 

Woosh 

_ 

Slade Blunter 

— 

Fizzle 

— 

Sag 

— 

Crack 

_ 

Fire Breath 


GoftstappST 

— 

Sap 

— 

Zap 


Ice Breath 

_ 

Ban Dance 

— 

Decelerate 

- 

Zam 


Whack 

_ 

Confuswn 

Vulnerable 

Dim 

— 

S'ZZ 

- 

Dazzle 

- 

1 

Inaction 

Immune 

Magical Sabotage 



HOW TO OBTAIN 


(four-body) mischievous mole x misctevous mole h night clubber * night plubtter_ 


DR SNAPPED 


283 


MONSTER FAMILY 1 X RAN*' 


MAX STATS 


hp' 

1220 _ 

j MP 

930 

. 

950 

Defense . 

860 

Agility ■ 

750 

■ ■ 

Wisdom 

1250 



EQUIPMENT 



DR SKI 


DR SNAPPED 


TRAITS 

HIT SQUAD 


POISONOUS 


Monster can launch multiple attacks In succession. Monster may Inflict poison on enemies upon be me 


1 attacks) 


attacked. 


BIG HITTER pTB CONFUSING TOUCH 

-reases daman* dealt by attacks, skills and abilities. Can confuse enemies when.attacking. 


CRAFTY WHACKER 

Reduces enemies' resists nee to Whack-type magic- 
Ha.s no elfect on enemies who are Lmpervious to 
Whack-type magic. 


RESISTANCES 

Frizz 

_ 

Donk 

— 

Poison 

- 

Paralyse 

- 

Bang 

_ 

Atwliierator 

— 

Drain Magic 

— 

Bleep 

- 

Woosh 


Blade Blunter 

- 

Flzzte 

- 

Sag 

Vulnerable 

Crack 

_ 

Fire Breath 

— 

Gobstopper 

— 

Sap 

— 

zap 

_ 

Ice Emails 

—. 

Ban Dance 

- 

Decelerate 

— 

Zam 


Whack 

Immufte 

Confusion 

Immune 

Dim 

Immune 

Sizz 

- 

Dazzle 

- 

Inaction 

— 

Magical Sabotage 

— 


HOWTO OBTAIN 1 

SCOUT 


SYNTHESIZE 

rLineage) grams x Dual Duellers; gmcos x Thornella; g races x Morlella; g racas x Exorsus 





hp ; 

420 

MR 

200 

Attack 

j5o_ 

- -: ' ■ 

.Defenss. 

350 

; Apty. . 

6M 

. W-sdorn • 

«L 


TRAITS 

ARTFUL DODGER MM 

Doubles the chance of evading enemy attacks. 

CRAFTY WQOSHER 03 

Reduces enemies' resistance to Woosft-type magic. Has no effect on enemies who are impervious to 
Woosh-type magic. 
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MONSTER DATA 



TRAITS 

SCARE STARE 

Can unnerve enemies with a piercing stare and immobilise them ai the siart of a battle 

CRAFTY FIZZLER 

Reduces enemies' resistance to Fizzle-type magic. Has no effect on enemies who am impervious lo 
Fizzle-type magic. 


m 


RESISTANCES 

Fizz 

- 

Donk 

— 

PoHson 

— 

Paralysis 

— 

Gang 

- 

Atjillismtor 

- 

Drain Magic 

- 

Sleep 

— 

Woosh 

— 

Glade Blunter 

— 

Fizzle 

— 

Sag 

- 

Crack 

- 

Fire Breath 

— 

Gobstopper 

- 

Sag 

- 

Zap 

- 

Ice Breath 

— 

Ban Dance 

— 

Decelerate 

- 

7am 

- 

Wliac* 

Immune 

f Confusion 

- 

Dim 

Immune 

Slzi 

- 

Dflzne 

- 

Inaction 

— 

Magical Sabotage 

immune 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(Lineage) great dragon x demon-af-arms 

EVENT 

- 


DRAGONLORD 


273 


MONSTER FAMILY I X RANK 


MAX STATS 



HP - 

1270 

HP 

70o" 

Attack 

1000 " 

Defense 

"f 070 

AuUily ■ 

820 

Wisdom . 

940 ' 


TRAITS 

PSYCHO 

Allows monsters to psyche up in battle. 


BIG HITTER 

Increases damage dealt by attacks, skills and abilities. 


igNS sr 

m H- plB 


DRAGON SLIME 


124 


& MONSTER FAMILY S C BANK 


iMMHaiHa 

MAX STATS EQUIPMENT 




DRAGON LORE 


TRAITS 

ARTFUL DODGER 

Doubtesthe chance of evading enemy atlacks 

CRAFTY SAPPER 

Reduces enemies' resistance to Sap-type magic. Has no effect on enemies who are imperviouslo 
Sap-type magic. 


Frizz 

P 

Donk 

— 

Poison 

- 

Paralysis 

- 

Bang 

- 

Atullierator 

— 

Drain Magic 

— 

Sleep 

- 

Woosh 

P 

Blade Blunter 

- 

Fizzle 

- 

Sag 

- 

Crack 

- 

fire Breath 

Immune 

Gobstopper 

— 

Sap 

- 

Zap 

- 

Ice Breath 

Immune 

Ban Dance 

- 

Decelerate 

- 

Zam 

- 

Whack 

— 

Confusion 

- 

Dim 

- 

Sto 

- 

DaffJe 

- 

Inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

Cragravatlon (clear} 

SYNTHESIZE 

(examples) metal stime knight x wrecktor; angel slime * dangler fish 

EVENT 

- 


DRAGONTHORN 


f RANK' 


MAX STATS 




Attack 

420 

240 

' Defense 

•'•Agility-. ■ 
Wisdom 

220 

100 


TRAITS 


EQUIPMENT 

S B 



TQXIRER 


ARTFUL DODGER 

Doubles the chanca ol evading enemy attacks. 


STEADY RECOVERY 


Monster recovers a litile HP each time it arts in battle. 


CRAFTY POISONER 


Reduces enemies' resistance to poison. Has no effect an enemies who are impervious lo poison. 



MB 


Frizz 

Vulnerable 

Conk 

— 

Poison 


Paralysis 

— 

Bang 

- 

Abiriteraloi 

- 

Drain Magic 

- 

Bleep 

- 

Woosh 

— 

Blade Blunter 

- 

Fizzle 

Immune 

Sag 

— 

Crack 

- 

Fire Breath 

- 

Gobslopper 

— 

Sap 

- 

Zap 

— 

Ice Breath 

- 

Ban Dance 

— 

Decelerate 

— 

Zam 

- 

Whack 

- 

Confusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 

- 

tnajctlon 

- 

Magical Sabotage 

- 

HOW TO OBTAIN 


IKIilftUMHIUI 

SCOUT 

— 

SYNTHESIZE 

(examples) Inou-iry x bad egg; mischievous mole * lips 

EVENT 

- 
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S'J 

DRAGOVIAN LORD fFTB 


M «« 

IS'l El 


TRAJTS 

CRITICAL MASSACRE 

Doubles ihe chance of landing a critical hit. 


BIG HITTER 

Increases damage dealt by al tacks, skills and abilities 


TRAJTS 

FAST LEARNER 

Experience points received alter a battle are increased by 10%. If multiple monsters. In the team possess this 
trail, this percentage will increase. 


STEADY RECOVERY RM DESPERADO 

M orister recove rs a |i tits HP each ti me it acts in battle, in creases the chance of I anttln g a critical hi t when H P 

is extremely Sow 


RESISTANCES 

Fuzz 

— 

Donk 

— 

Poison 

Immune 

Paralysis 

immune 

Bang 

— 

Abiiiterator 

— 

Drain Magi-c 

- 

Sleep 

immune 

Woosh 


Blade Binder 


Fizzle 

— 

Sag 

- 

Crack 

_ 

Fire Breath 

Immune 

Gob&lopper 

- 

Sap 

- 

Zap 

— 

ice Breath 

immune 

Ban Dante 

— 

Decelerate 

- 

——.— 

Zarri 


j Whack 

Immune 

Confusion 

Immune 

Dim 

- 

StZZ 

Vulnerable 

; Dazzle 

- 

inaction 

immune 

Magical Sabotage 

Z 


DRAKE SLIME 


42 


^MONSTER FAMILY | E RANK 




y 01 

SUMER 


TRAITS 

ARTFUL DODGER 

Doubles the chance ol evading enemy attacks. 


HOW TO OBTAIN 

SCOUT 


SYNTHESIZE 

fUneage) dragonlard * rhapihome II 

EVENS 




CRAFTY StZZER 

Seduces enamW resistance to Sizz-type magic. Has no effect oh enemies who are impervious to 
Sizz-type magic. 


m 


FET1 


Frizz 

_ 

Donk 

— 

Poison 

— 

Paralysis 

- 

Bang 

_ 

Abilitsmtor 

Immune 

Drain Magic 

— 

Sleep 

- 

Woosh 

_ 

Blade Blunler 

- 

Fizzle 

Immune 

Sag 

— 

Cracfc 

_ 

Fire Breath 

— 

Gob&toppei 

- 

Sap 

- 

Zap 

— 

Ice Breath 

— 

Ban Dance 

— 

Decelerate 

- 

Zam 

_ 

Whack 

— 

Confusion 

- 

Dim 

— 

Sizz 

— 

Dazzle 

- 

inaction 

- 

Magical Sabotage 

- 


MOW TO OBTAIN 

SCOUT 


SYNTHESIZE 

(Lineage) jargon x Nature Family: iexamptes) night emperor x dancing devil; Komodo* dancmg devil 

EVENT 



DRAKULARD 


245 


j^MONSTERTAMILY | $ .RANK 


MAX STATS 


EQUIPMENT 


HP 

999 

MP 

380 

Attack. 

940 

Defense 

999 

AgiLrty : | 

600 

•Wisdom 

530 



TQUGHIE 


TRAITS 

CRITICAL MASSACRE 

Doubles the chance ol landing a critical lilt. 

INTIMIDATING 

Can intimidate enemies and immobilise them at Ihe start of a battle. 
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MONSTER DATA 



DU DRAKULARGE 


jf MONSTER FAMILY I fi-R^NK 



DROHLDRONE 


MAX STATS EQUIPMENT 


HP 

920 

MP 

100 

Attack 

7S0 

Defense 

729 

Agility 

260 

Wisdom 

100 



© MONSTER FAMEIV ■ £ RANK 



MAX STATS EQUIPMENT 

v' I 




SMI & 2AM 


TRAITS 

INTIMIDATING 

Can intimidate enemies and immobilize them at the start of a battle. 


TRAITS 


Frizz 

_ 

Don* 

— 

Poison 

— 

Paralysis 

— 

Bang 

_ 

Abil iterator 

— 

Drain Magic 

— 

Sleep 


Woosh 

_ 

Slade Blunter 

— 

Fizzie 

- 

Sag 

- : 

Crack 

_ 

fire Bneatti 

— 

Gobstopper 

— 

Sap 

—— 

Zap 

_ 

Ice Breath 

— 

Ban Dance 

Vulnerable 

Decelerate 

Immune , 

Zam 

_ 

Whack 

— 

CDnlusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

— 

Maglcat Sabotage 

— 


HOW TO OBTAIN 


t; stump chump x weapon b- 



DUAL DUELLERS 


212 


‘M MONSTER FAMILY 



MAX STATS 


HP 

960 

MP 

480 

Attach 

590 

Defer.se 

680 ! 

Agility 

HOBO 

Wisdom 

690 


EQUIPMENT 
*/ 



DUAL DUELLERS 



TRAITS 

DOUBLE TROUBLE MM BIT SQUAD B1 

Monster will act twice in succession whan rent given Monster can Launch multiple attacks In succession 
spatillt orders. (2 attacks) 


BIG HITTER POISONOUS TOUCH 

Increases damage deaSt by attacks, stalls and abilities. Can poison enemies when attacking. 


RESISTANCES 







Frizz 

— 

Dwk 

|*T 

Poison 

- 

Parafysis 

— 

Bang 

_ 

AbUleerator 

Immune 

Drain Magic 

- 

Sleep 

Vulnerable 

Woosh 


Brade Blunter 

— 

Fizzle 

— 

Sag 

- 

Creek 

_ 

Fine Breath 

— 

Gopstoppai 

— 

Sap 

— 

Zap 

_ 

lee Breath 

— 

Ban Dance 

— 

Decelerate 

Immune 

Zam 

_ 

Whack 

Immune 

Confusion 

- 

Dim 

— 

Sizz 

— 

Dazzle 

- 

inaction 

1 — 

Magical Sabotage 

— 





HOW TO OBTAIN 

SCOLR 


SYNTHESIZE 

{Lineage) riptide x Tftomalia; riptide t Dorsal fiend: riptide * Mortella: riptide x Exorsus 




m 1 .W/ 'tVi 








































































































































































DULLAHAN 



MAX STATS 


HP 

8S0 

M.P 

550 ! 

Attach 

m 

Defense 

950 

Agii^y 

680 

Wisdom 

900 


EQUIPMENT 

m 


I $> ✓ 



CHAMPION 


TRAITS 

PSYCHO 

Allows monsters 10 psyche up in baltie. 



funster can launch multiple attacks n succseslan. 
[2 attacks! 


Attacks strike all anemias and damage dean by ski Its 
and abilities increases. 


RESISTANCES 

frizz 

— 

Donk 

— 

Poison 

— 

Paralysis 

Immune 

Sang 

— 

Ablterator 

- 

r 

Drain Magic 

— 

Sleep 

— 

Woosh 

- 

Blade Blunter 

- 

Fizzle 

— 

Sag 

F — 

Crack 

— 

Fire Breath 

- 

Gobstepper 

- 

Sap 

- 

::ap 

!i 

. ;cn Bream 

— 

Ban Donee 

— 

Decelerate 

- 

Zam 

- 

Whack 

Immune 

| Confusion 

- 

Dim 

— 

: Sizz 

— 

Dazzle 

- 

Inaction 


MiQlcaE Ssbotaga 

- 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(Lineage) bone baron x ruin, bone baron y phantom fencer; bone baron x night knight 

T-'EM 

~ 


TACTICAL TROOPER 

Monster will carry out an action once or twice ii 
row when not given specific orders, 


CRAFTYZAPPER 

RsducE-s enemies' resistance to Zap-type magic. 
Has no el feet on ■enermes who ere impervious to 
Zap-type magic. 


RESISTANCES 

Frizz 

— 

Dttak 

— 

Poison 

Immune 

Paralysis 

Immune 

Bang 

— 

Abilrterator 

— 

Drain Magic 

— 

Steep 

Immune 

Woosh 


Blade Blunter 

— 

Fizzle 

— 

Sag 

— 

Crack 


Firo Breath 

— 

Gohsfopper 

— 

Sap 

— 

Zap 

Hesfs 

toe Breath 

- 

Baft Dance 

- 

Decelerate 

- 

Zam 

Vulnerable 

Whack 

Immune 

ConlusiO-n 

Immune 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

Immune 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

Cragravatien 

SYNTHESIZE 


EVENT 

- 


TI ERAZOR BLADE 


■ monster family 


c RANK 



MAX STATS 


EQUIPMENT 


HP 

560 

MF 

34 D 

Attack 

660 

Defense 

540 

Agility 

71D 

Wisdom 

410 





TRICKSTER 


TRAITS 

ARTFUL DODGER 

Doubles- the chance ot evading enemy attacks. 

FLY SWATTER 

Frevents enemies from using Artlnl Dodger. 


ESTARK 


MAX STATS 


EQUIPMENT 



I 


Q 


m 


% 

✓ 

ESTARK WtTl 


TRAITS 

HIT SQUAD 


GRAND SLAMMER 


Monster can launch multiple aitacks in succession Attacks strike all enemies and damage dean by skills 
(3 attacks) and abilities increases. 


TACTICAL GENIUS 

Monster will carry out an action 1-3 times in a tow 
when not given specific orders. 


DISRUPTIVE WAVE 

Disruptive 'Wave may be launched automatically 
during battles. 


FriZZ 

__ 

Donk 

_ 

Poison 


Paralysis 

— 

Bang 

— 

Abiliteratpr 

— 

Drain Magic 

— 

Sleep 

— 

Woosh 

— 

Blade Blunter 

Immune 

Fizzle 

— 

Sag 

— 

Crack 

immune 

fira Bream 

- 

Gobstopper 

— 

Sap 

— 

Zap 

— 

Ice Breath 

— 

Ban Danes 

— 

Decstaraia 

- 

Zam 

— 

Whack 

— 

1 Cotifusrcm 

- 


- 

Stzz 

— 

Dazzle 

- 

Inaction 

- 

MspicaJ Sabotage 

- 


HOW TO OBTAIN 


ii. xk 11 '| iias. i n la via i a 11 r ■ ■ a .tv olamp ess e' demon x barracuda 


RESISTANCES 

j Frizz 

— 

Donk 

- 

Poison 

Immune 

Paralysis 

Immune 

Bm 

- 

Abiiiterator 

— 

Drain Magic 

- 

Sleep 

Immune 

Woosh 

— 

Blade Blunter 

Immune 

Fl22lfl 

immune 

Sag 


Crack 

— 

Fire Breath 

— 

Gobstopper 

— 

Sap 

- 

Zop 

— 

ice Breath 

— 

Ban Dance 

— 

Decelerate 

— 

M 


Whack 

Immune 

Contusion 

Immune 

Dim 

— 

SB 

— 

Dazzle 

— 

inaefon 

immune 

Magical Sabotage 

— 


HOW TD OBTAIN 

SCOUT 

— 

synthesize 

(lineage) psarox marquis de leon 


EVENT 










































































































































































































































BREATH 

TRAITS 

ARTFUL DflDGFFl g|| 

Doubles Ihe chance of evading enemy attacks, 

TACTICALTROOPER 

W-pn-stg r wl li car ry o if t art action a nee or twice In a 
row when not g*ven specific orders, 


Reduces enemies' resistance to Sag-type magic. Has no effect on enemies who are Impervious to 
Sag-type magic. 


Bang 


Zap 


Ice Breath 


Poison M — 


DfjijjMagte 


Gobstoppe? 


Paralysis 


Ei-jrip 




Sap 


HOW TO OBTAIN 

scout 

Cragravation (day) 

SWHESIZE 

(normal examples) tyrentosaurus. x dark slime; tyrantosaurus x dancing flame 

EVENT 



Rrift 

— 

Dank 

_ 

Poison 

Immune 

Paralyse 

[Z 

Bang 

- 

Atjiliteraior 

— 

Drain Magic 

— 

Sleep 

_ 

Woosh 

- 

Bfade Biunter 

— 

FizzlE 

— 

Sag 

| Vul<ner±:*s 

Crack 

- 

f ire Breath 

— 

Gobstopper 


Sap 

_ 

Zap 

— 

Ice Breath 

- 

Ban Dance 1 

- 

Decelerate 

F 

Zam 

— 

Whack 

- 

Confusion ' 

— 

Dim 

- 

Sizz 

1 — 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


i SCOUT 


Uashore (fog, might) 


SVfrfTHGSiZE (examples) crabid x slime knighi, scorpion x dancing flame 



I ncreases damage deal t by ai tacks, skiils and abi lities. Bo osls Slzz-type mag ic effects whrle decreasing 

MP consumption, 

CRAFTY SIZZER 

Reduces enemies' resistance to 51220 ype magic 
Has no effect on enemies who are impervious to 
Slzz-type magic. 


TRAITS 

ZAMMElSTER 

Boasts Zam-typa magic el foots while decreasing MP consumption, 

CRAFTY ZAMMEfl 

Reduces enemies’ resistance to Zarn-type magic. Has no Eflect on enemies who are Impervious to 
Zam-type magic. 
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FENCING FOX 

m 


MAX STATS 





FIREBIRD 


MAX STATS 


EQUIPMENT 


■ 




Mo niter w il I attack 1i rst i n part le. 


f HjffB" 

sin 4 ZAP 

TRAITS 

ARTFUL DODGER 

Doubles the chance ol evading enemy attacks. 




TIMID 

Mp niter can occasionally Dec time excessively timid and refuse to act. 


CRAFTY FIRE BREATHER 

Reduces Enemies' resistance to Fire Breath Has no effect on enemies who are impervious to Fire Breath 


Frizz 

— 

Doak 

- 

Poison 

— 

Paralysis 

— 

sang 

- 

Abil iterator 

- 

Dram Magic 

— 

Steep 

- 

Woosh 

- 

Blade Blunter 

- 

Fizzle 

- 

Sag 

- 

Tract 

— 

Fine Breath 

- 

Gobsiopper 

— 

Sap 

— 

^0 

— 

Ice Breath 

- 

Baa Dance 

Vulnerable 

Decelerate 

- 

’em 

- 

Whack 

— 

Contest 

Immune 

Dim 

- 

Sis 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


MOW TO OBTAIN 

SCOUT 

- 

ivNTHESIZE 

1 exam pies) n,ighl emperor x Soring bug; night emperor x dancing flame 


- 


F?iu 

Heals 

Donk 

— 

Poison 

— 

Paralysis 

- 

Bang 

— 

Abil iterator 

- 

Drain Magic 

- 

Sleep 

- 

Woosh 

— 

Blade Bloater 


Fizzle 

- 

Sag 

— 

Crack 

Vulnerable 

Fire Breath 

Heals 

Gobstopper 

- 

Sap 

— 

Zap 

— 

Ice Breath 

Vulnerable 

Ban Dante 

- 

Decelerate 

- 

Zam 

— 

Whack 

- 

Contusion 

- 

DFm 

- 

Srzz 

- 

Dazzle 

- 

Inaction 

- 

Magics' Sabotage 

- 


ROW TO OBTAIN 

SCOUT 

N acropolis 

SYNTHESIZE 

(examples) notso macho x yabhy, merman it gryphon 

EVENT 

- 


| FIRESPIRIT 

s 

: 

109 


34 


® MONSTER FAMILY I f RANK 


WAX STATS EQUIPMENT 

</ | 



FRIZZ & sin 

~RAJTS 

BllZZMEISTER 

Soesis NtMype magic effects while deceasing MR consumption. 



B 


FIRN FIEND 

m 


MONSTER FAMILY 


MAX STATS 



EQUIPMENT 



WOOSH 4 CRACK 

TRAITS 

CRACKMEISTER 

Boosts Crack-type magic effects while decreasing MP consumption. 



:-;fty frizzer 

' -:.:es enemies' resistance to Frizz-type magic. Has no effect on enemies who are impervious to 
-::--yoe magic. 



Heals 

Donk 

— 

Poison 

— 

Paralysis 

- 

*** 

- 

Abiliterator 

- 

Drain Magic 

- 

Sleep 

- 


— 

Bfade Blunter 

— 

Fizzle 

— 

Sap 

- 


— 

Fire Bneatls 

Heals 

Gobstopper 

— 

Sap 

- 


- 

Ice Breath 

— 

Ban Dance 

- 

Decelerate 

- 

£ 

- 

Whack 

- 

Confusion 

— 

Dim 

— 

_ 

b 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


-.i: :e 


(examples) muddy hand x conkfave; slump chump * bealslime 


CRAFTY CRACKER 

Reduces enemies" resistance to CtacNype magic. Has no effect on anemias who are Impends to 
Crack'type magic. 


Bang 

Woosh 


Zap 


Zam 


Slzz 


Blade Blunter 


Dazzle 


Poison 


Drain Magic 


Fizzle 


Gobstedper 


Ban Dance 
Conluslon- 


tnacfion 


Paralysis 

Sleep 

Sag 


Decelerate 

Dim 


Magical SatMjtage 


HOW TO OBTAIN 

SCOUT 

Cragravatitm (ice) 

SYNTHESIZE 

{Lineage) magmalrce x snowbird; 

{examples.) mecha-mynah x angel slime; dancing flame x mechS'myjiah 

EVENT 

- 
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TRAITS 

ABLEAMBUSHER 

Derbies in & chance of launching preemptive strikes. 

GIANT KILLER 

Monster can -deal heavy damage to large monsters 


TRAITS 


RESISTANCES 

Frizz 

— 

Dank 

— 

Poison 

— 

Paralysis 

— 

Bans. . 

— 

Abiliterator 

— 

Drain Magic 

— 

— 

Sleep 

— 

Woosh 

— 

Giaos Blunder 

— 

F’^zzle 

— 

S.„ 

Immune 

Crack 

immune 

Fire Sreatls 

— 

Gobstopoet 

— 

Sap 

— 

Zap 

Vulnerable 

Ice Breath 

— 

Ban Dance 

— 

Decelerate 

— 

^ajn 

p 

Wtiack 

— 

Confusion 

— 

Dim 

- 

Stzz 

- 

Dazzle 

- 

Inaction 

- 

Magocal Sabotage 

- 


HOW It} OBTAIN 

SCOUT 

Necropolis (night) 

SYNTHESIZE 

(examples} cress bones * pink sanguini: bona constncl&r x Park slime 

EVENT 

- 


Frizz 

Vulnerable 

Donic 

_ 

Poison 

— 

Paralysis 

- 

Bang 

— 

AfrfUferalor 

— 

Drain Magic 

— 

Sleep 

- 

Woosh 

— 

Blade Blunter 

— 

Fizzle 


Sag 

- 

Crack 

_ 

Frre Breath 

— 

Gabstoppe^ 

— 

Sap 


Zap 

— 

Ice Breath 

- 

Bpn Dance 

— 

Decelerate 

- 

Zam 

— 

Whack 

— 

Confusion 

— 

Dim 

- 

Sffi 

- 

Dazzle 

Immune 

Inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

5COLT 

Treepidarion (raining) 

SYNTHESIZE 

(examples} hsedoovoodco x cheeky tiki: dracky xdrahl crane 

EVENT 



126 



















































































































































































































TRACTS 

CRAGKMEtSTER 


TRAITS 

DESPERADO 


Boosts Crack-type magic Affects white decreasing MP consumption. 


Increases tli&chance- of landing a critical hit when HP is extremely law. 


CRAFTY CRACKER fflEl 

Reduces ■enemies' resistance to Crack-type magic. Has no elfect on enemies who are impervious lo 
Crack-type magic. 


RESISTANCES 


frizz 

Vulnerable 

Dank 

— 

Poison 

- 

Paiafysls 

- 

Rang 

— 

Abiliterator 

— 

Drain Magic 

- 

Sleep 

- 

iVMSh 

- 

Blade Blunter 

- 

fizzle 

- 

Sag 

- 

Crack 

Heals 

FiTe Breath 


Gobstopper 

— 

Sap 

- 

pS 

— 

Ice Breath 

Heals 

Ban Dance 

— 

Decelerate 

— 

Zam 

— 

Whack 

- 

Contusion 

— 

Dim 

- 

s !2 

- 

Dazzle 


inaction 

— 

Magical Sabotage 



HOW TO OBTAIN 


SCOUT 


: - UTHESlZF 
RTi/ENT 


(l ineage) dancing terriH x ::i;^on n imc: danrnn ilsmc xcilvapithetiis 


RESISTANCES 


Frizz 

— 

Donk 


Poison 

- 

Paralysis 

- 

Bang 

— 

Abiliterator 

- 

Drain Magic 

— 

SleEp 

- 

Woosh 

- 

Bkide Blunter 

— 

Fizzle 

- 

Sag 

- 

Crack 

- 

Fire Breath 

Immune 

Gobstopper 

— 

Sap 

- 

Zap 


Ice Breath 

— 

Ben Dance 

— 

Decelerate 

- 

2am 

nr 

Whack 

Immune 

Contusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 

Immune 

Inaction 

— 

Magical Sabotage 

— 


HOW TO OBTAIN 

SCOUT 

tceoLation (day) 

SYNTHESIZE 

(Four-body) fmu-fry x fmu-fry x frou-fry x great argon lizard 

EVENT 

- 



resistances 

Pe 

- 

Donix 

— 

Poison 

- 

Paralysis. 

Immune 

Sang 

- 

AJjiliterator 

- 

Dram Magic 

— 

: Sleep 

— 

Woosti 

— 

Blatie Blunter 

— 

Fizzle 

- 

Sag 

— 

: if; 

— 

Fire Breath 

- 

Gobstopper 

— 

Sap 

— _ 


— 

Fee Breath 

- 

Dan Dance 

- 

| Decelerate 

- 

2m 

— 

Whack 

- 

Contusion 

- 

Dim 

Vulnerable 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

: Magical Sabotage 

- 

HOW TO OBTAIN j 

SCtf-UT 

isolation 

L : t NTHESfZE 

(Lineage) argon lizard x Beast Family: 

{examples) swarmplroopers x mischievous mole: mischievous mole x dracky 

z-aiT 

- 


HOWTO OBTAIN 


SCOUT 


Treeptdation 


Frizz 

Vulnerable 

DonU 

- 

Poison 

Immune 

Paralysis 

- 

Bang 

— 

Abilflaralor 

- 

Drain Mage: 

- 

Sleep 

— 

Woosh 

— 

Blade Blunter 

— 

Fizzle 

- 

Sag 

— 

Crack 

— 

Fire Breath 

- 

Gobstopper 

- 

i® 

— 

Zap 

— 

Ice Breath 

— 

Ban Dance 

— 

Decelerate 

- 

Zam 

— 

Whack 

- 

Confusion 

- 

Dim 

- 

Sizz 

- 

Dazzte 

- 

Inaction 

- 

Magical Sabotage 

- 


(examples| stump chump x lips; stump chump xdracky 
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MONSTER DATA 



GARGOYLE 



MAX STATS 


HP 

560 

MP 

400 

. Attack 

m 

Defense! 

590 

Agility • 

620 

Wisdom' 

500 


EQUIPMENT 

ill >/ 




BIRD BRAIN 


TRAITS 

ARTFUL DODGER 

Ddu bias the chance ol evading enemy attacks. 


MAX STATS 


690 

520 


S'\ 

HI ^ 

700 

800 


k B 


92 L 

640 

i 

i 1 

FRIZZ & ZAP 


TRAITS 

ARTFUL DODGER 

Doubles the (fiance wading enemy attacks. 

CRAFTY SAPPER 

Reduces enemies' resistance to Sap-type magic. Has no effect on enemies who are impervious to 
Sap-type magic 


eh 


el 


Frill 

— 

Conk 


Poison 

- 

Paralysis 

- 

Sang 


Ahiliterator 

— 

Drain Magic 

— 

Sleep 

— 

Woosh 

— 

Blade Blunter 

immune 

Fizzle 

— 

Sag 

— 

Crack 

_ 

Fire Breath 

- 

Gobsloppec 

- 

Sap 

- 

Zap 


Ice Breath 

— 

Ban Dance 

— 

Deceierale 

— 

Zam 


Whack 

- 

Confusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

immune 

Magical Sabotage 

— 


frizz 

_ 

Donk 

— 

Poison 

- 

Paralysis 

Bang 


Ablltterator 

— 

Drain Magic 

— 

Sleep 

Woosh 

— 

Blade Blunter 

- 

Fizzle 

Immune 

Sag — 

Crack 

— 

Fire Breath 

— 

GateSapper 

— 

Sap 

Zap 

— 

ik Breath 

- 

Gan Dance 

— 

Decelerate 

Zam 


Whack 

- 

Conlusiort 

- 

Drm 

Sizz 

- 

Dazzle 

- 

inaction 

— 

Magical Sabotage Immune 



MAX STATS 



si a- ■ 



HP. 

64 




m . 

1000 

^^^p r ~69Q 

tMfe 101 

v/ 


Attack ■ 

1000 


■?v' ™ 

v 


Defense: ■ 

1040 


S V Lire 



1050 


El 

Wisdom ■ 

750 


TRAITS 

LAST WORD 

Monster will attack last in battle. 

CRAFTY FRIZZER 

Reduces enemies' resistance to Frizz-type magic Has no effect on enemies who are impervious to 
Frizz-type magic. 


TRAITS 

METAL BODY 


HIT SQUAD 


Cuts damage sustained (mm enemy attacks to 1/3. Monster can launch multiple attacks in succession. 

(3 attacks) 

BIG HITTER T1 

increase? damage dealt by attacks., skills and abilities. 


Frizz 

— 

Donk 

— 

Poison 

— 

Paralysis 

- 

Bang 

Woosh 

— 

Atnlilerator 

— 

Drain Magic 

— 

Sleep 

- 

— 

Blade Blunter 

— 

Frzzle 

- 

Sag 

- 

Crack 

— 

Fire Breath 

immune 

Gofcstapper 

— 

Sap 

- 

Zap 

_ 

Ice Breach 

- 

Ban Dance 

- 

Decelerate 

—; 

Zam 

— 

Whack 

- 

Confusion 

Vulnerable 

! Dim 

— 

Sizz 

- 

Dazzle 


inaction 

- 

' Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

Drag novation (rainitrg) 

SYNTHESIZE 

(examples) dragum s slime knight: komodo x rubble slime 

EVENT 

- 


Bang 


Crack 

Zap 


Zarn_ 

Si zz 


Drain Magic 


Gobstapper 


Paralysis 


Sag 


Dim 


Magical Sabotage 


rmmune 

Immune 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(Four-body) grandpa slime x grandpa slime x balhib x balhlts 

EVENT 

- 









































































































































































TRAITS 

FLY SWATTER 

Preventsenemies from using Arlfut Dodger. 

SCARE STARE 

3in unnerve enemies with a piercing store end 
-mobilise them at the start of a battle. 


BIG BETTER 

Increases damage dealt by attacks, skills and abilities 


FtZZ 

— 

Dank 

— 

Poison 

- 

Paresis 

F 

5a>g 

— 

Abiliterator 

— 

Drain Magic 

— 

Sleep 

- 

rtrDOSh 

- 

Blade Blunter 

- 

Fizzts 

- 

Sag 

- 

,‘-ack 

- 

Fire Breath 

— 

Gobs-topper 

immune 

Sap 

— 

lap 

- 

tee Breath 

— 

Ban Dance 

— 

Decelerate 

Immune 

lam 

Immune 

Whack 


Contusion 

Vulnerable 

Dim 

- 

Sas 

- 

Dazzle 

- 

inaction 

- 

Magicaf Sabotage 

- 


GIANT MOTH 



B RANK. 



EQUIPMENT 



520 

! 

800 

Attack 

490 

Defense 

710 

Agiffty;-: 

5flO 

nite, 

720 


■ B'U 

HH / ^ H 

0 9H 



TRAITS 

HIT SQUAD 

MDuster can launch multiple attacks in succession. (2 attacks} 

PARALYSING 

'': "ster may inflict paralysis on enemies upon being attacked 


HOWTO OBTAIN 

SCOUT 

- 

i^THESIZE 

(Lineage) jamirus xbeltel 

= Z‘ t 7 

- 


ASSISTANCES 


Vulnerable 

Donk 

- 

Poison 

immune 

Paralysis 

Immune 

=a~g 

- 

AbiliteratOr 

— 

Drain Magic 

— 

Sleep 

- 

:csh 

— 

Blade Blunter 

- 

Fizzle 

- 

Sag 

— 

\-±* ~ 

- 

Fire Breath 

- 

Gobstopper 

— 

r ~' 

Sap 

- 


— 

tee Breach 

— 

Ban Dance 

- 

Decelerate 

— 

ZiTT 

— 

Whack 

- 

Contusion 

— 

Dim 

— 

5ez 

- 

Dazzle 

— 

inaction 

- 

Magical Sabotage 

- 


WTO OBTAIN 

- 1 : -t 

- 

: VTHESJZE 

{examples} Netleboy x magic slime; paws x dark slime 

L™ . J 

- 


TRAITS 

ARTFUL DODGER 

Doubles the chance of evading enemy attacks. 

CRAFTY FIZZLER 

Reduces enemies' resistance to FIzzte-typn magic, Has no eifect on enemies who are impervious lo 

Fizzle-type magic. 


Frizz 

- 

Donk 

— 

Poison 

- 

Paralysis 

— 

Bang 

- 

AWIilerator 

— 

Drain Magic 

- 

Sleep 

— 

Woosh 

- 

Blade Blunter 

- 

fizzle 

- 

Sag 

- 

Crack 

— 

Fire Breath 

- 

Gobstopper 

- 

Sap 

- 

Zap 

- 

Ice Breath 

— 

Ban Dance 

- 

Decelerate 

Vulnerable 

Zam 

— 

Whack 

Immune 

Confusion 

- 

Dim 

- 

Sizz 

— 

Dazzle 

- 

Inaction 

— 

Magical Sabotage 

— 


HOW TO OBTAIN 

SCOUT 

Doubtback 

SYNTHESIZE 

(examples) slime x dracky; slime x mischievous mole 

EVENT 

Possible starting monster 


GIGANTES 


197 


■V MONSTER FAMILY I A RANK 


MAX STATS 


EQUIPMENT 


HP 

1310 

MP 

230 

j Attack 

1000 

Defense 

970 

Agility 

530 

Wisdom 

320 



TRAITS 

LAST WORD 

Monstar will attack last tn battle. 

CRAFTY DECELERATOR 

Reduces enemies' resistance to Deceterate-type 
magic. Has no eltect on enemies who are impervious 
to Decelerate-type magic. 


BIG HITTER 

increases damage dealt by attacks, skills end abilities. 


RESISTANCES 

Frizz 

- 

Donk 

- 

Poison 

- 

Paralysis 

- 

Bang 

- 

Aisliterator 

— 

Drain Magic 

— 

Sleep 

- 

Woosh 

- 

Btade Blunter 

- 

Fizzle 

- 

Sag 

immune 

Crack 

- 

Fire Breath 

— 

Gobstopper 

- 

Sap 

Vulnerable 

Zap 

— 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

- 

Zara 

- 

Wbaiik 

Immune 

Confusion 

- 

Dim 

— 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


HO W TO OBTAIN 

&COU1 

Isolation (day): Necropolis 

SYNTHESIZE 

(examples) pin k sangulnt x gorerilla; merman x dark slime knight 

EVENT 

- 
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MONSTER DATA 


GOLD GOLEM 

H 



MAX STATS 




ICEPLOSION SLASHES 


TRAITS 

PSYCHO 

Aliows monsters to psyche up in battle 

CRAFTY DECELERATOR 

Reduces enemies.' resistance 1o Deoelerats-type magic.. Has no effect on ptemiis who are Impervious to 
Gecelerate-type mags. 


Frs22 

— 

Dcmk 

- 

Poison 

- 

Parafrsfe 

- 

Ban^ 

- 

Aljiliteretor 

- 

□min tjtiig£ 

— 

Sleep 

Immune 

Woosh 

- 

Bade Bkrriter 

- 

fete 

- 


- 

Crack 

- 

Rru Bruaih 


Gobstopper 

- 

Sap 

— 

Zap 

- 

Lee Breath 

- 

Ban dance 

- 

Dmis^rslo 

— 

Zam 

— 

Whack 

Immurtfl 

Contusldri 


Dim 

- 

StiZ 

- 

Dazzie 

- 

iradicn 

- 

Magical Sabotage 

- 


£3 


GOODYBAG 


P/OfJSTER FAMILY fl E BAfcK 



MAX STATS 




j I 

ENFEEBLER 


TRAET 3 

YELLOW-BELLY 

Monster may occasionally become llustered and unable 10 act. 

GOLD GETTER 

The amount ol 90 IO coins received after a battle is Increased ty 20%. If multiple monsters in the team possess 
this 1 rail, this uertenlaae will increase. 


HOW TO OBTAIN 


$YHTHE£I2E 


Qoutnback (night, baa dropped by satyri; louLuation <day, bag dropped ty hamnnernood): 
Bemusoleum tcleac ni^Mj 


(avairples) spilnlk.* spiked hare: siMtuik x Jaifccat 


im 


HDWTO OBTAIN 

5 G 0 UT 

- 

SYNTHESIZE 

(LineaoE) golem x drakuiarge; flolem x balhib; 

i.eyamplesj dancing Itamu x iesser demon; dancirag flame vt luDbiB slime 

EVENT 

- 


frizz 

— 

Donk 

- 

Poison 

— 

Paralysis 

- 

Bang 

— 

AblLileratar 

- 

Drain Magic 

— 

Sleep 


Woosh 

— 

Blaida Blunter 

- 

Fizzle 

Immune 

Sag 

- 

Crack 

- 

Fine Breath 

- 

Gobstopper 

- 

Sup 

- 

Zap 

- 

Ice 8raam 

- 

Bae Dance 

- 

Decelerate 

- 

Zam 


Whack 

- 

Confusion 

— 

Dim 

- 

Sizz 

Immune 

Dazzle 

- 

inaction 

- 

Magical Sabotage 

- 


IS 


511 GOLEM 


MGNS'EFi FAMILY | Q R 



MAX STATS 






MATERIALIST 

EFT1 


trtAlTS 

PSYCHO 

Allows men&lers to psyche up In battle. 

CRAFTY SAGGER 

Reduces enemies' resistance to Sag-type magsc. Has no elfecl on enemies, who era imperviaus to 
SagKype magic. 


Frizz 

— 

Dflrik 

- 

Poison 

- 

: Paralysis 

- 

Bang 

— 

AbllilerSlar 

— 

plain IVbgii: 

- 

Sleep 

Vulnerable 

Woosh 

- 

Blacte Slijritef 

- 

Fizzle 

- 

Saa 

— 

Qr#;k 

- 

Fire breath 

- 

■GobstOppEr 

— 

1 Sap 

- 

Zap 

- 

Ice Breath 

- 

Ban Dance 

- 

j Decorate 

- 

Zam 


Whack 

Immune 

CarduuiUi 


| Dim 

- 

Sh2 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

— 


SCOUT 

SYNTHESIZE 


[examples) malevolamp * merman: dancing flamexbarracuda 


GOODYBAG X 


MONSTERTAMiLY I C -RANK 



MAX STATS 


: HP; ■ 

480 

MP :. 

G 30 

Attack 

520 

PolHIJS '0 

560 

A^iFity 

620 

Wisdom 

720 


EQUIPMENT 

vm 



EHFEEBLER 


TRAITS 

CLOSE SCRAPER 

Enables monster to survive fatal damage with 1HP 

GOLD GETTER 

The amounl or gold coins received after a battle is increased by 2C% ll multiple monsters in me learn possess 
this tm it, t?i is percentage wil 11 mease. 


RESISTANCES 



Frizz 

— 

Donk 

- 

Poison 

- 

Paralysis 

— 

Bang 

— 

toillterator 

— 

Grain Magic 

— 

Sleep 

- 

Woosh 

— 

Bede Blunter 

- 

fizzle 

Immune 

Sap 

— 

Crack 

Immune 

Fire Dreatn 

- 

Gobstcfiptr 


Sap 

- 

Zao 

[ 

Ice Breath 

- 

Ban Dance 

— 

Decelerate 

- 

Zum 


Whack 

- 

CpnfV?ipn 

- 

Dim 

— 

Sizz 

Immune 

tJtc&Ju 

- 

Inaction 

- 

Magical sabotage 

- 


SYNTHESITt 


(Lineage) gcodybag x, gcofobag (bolh musl be level £0 Or higher) 
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CHAPTER 



TRAITS 

DEADLYTOUCH 

Car s*T k( an attacKed BJiamy to the TiereaftGr. 


CLOSE SCRAPER 

Enables monsiar to survive fatal Damage with IHP. 


CRAFTY CONFLSER ffll 

fteduses enemies' rffsisiaeice ta- conlusion Has no 
eltect cm enemies who are Impervious to contusion. 


Friz? 

_ 

Donk. 

— 

Poison 

— 

Paralysis 

- 

Bang. . 

— 

AWIitarator 

— 

Drain Magic 

- 

j Sleep- 

- 

Woosh 

_ 

Etude Blunter 

- 

Rzzft 

immune 

Sag 

- 

Crack 

immune 

F re Gnidih 

— 

Qobetoppe-r 

1 — 

Saj> 

- 

lap 

— 

liu Bread; 

— 

Ban Dance 

- 

Decelerate 

— 

Zam 

— 

Whack 

Immune 

Contusion 

- 

Dim 

— 

Sizz 

immune 

Dwrfo 

- 

HsacliOii 

- 

Magical Sabotage 

- 


rt&WTG OBTAIN 


. scdij t 

SYNTHESIZE 

event 


good/Sag X * goodybag X (both musl w at leasl le-vel 50) 


GRACOS 


m 


m 


A Rank 


i 


MAX STATS EQUIPMENT 

^ ! 




CHACK&ZAF 


TRAITS 

(VDO&HMElSTEft 

:i oils Woosh-type magic effects ivuila da u raising MP consumption 


’RACKMEt&TER 

i. asta Crack-typa magic effects while decreasing MP consumption. 


*22 


Donk 

_ 

Poison 

— 

Paralysis 

- 

' " I 

_ 

AbilileraEor 

— 

Brain Maquc 

— 

Seep 

— 

feflff1 

- 

Blade Blunter 

— 

Fuile 

immune 

Sag 


jux 

— 

Fire Breath 

— 

Gcte stopper 

- 

Sap 

- 

ZjQ 

_ 

Joe Breath 

— 

fen Pandc 

— 

Decelerate 

- 

larr 

_ 

Wftart 

_ 

Confusion 

— 

Dim 

- 

5=' 


Dazzle 

- 

Inaction 


Magical Sabotage 

Emmun e ■ 


- 'RESIZE 

TntKT 


(Lineage) beiaUmemwi; baliaj a ociaviar sentry 


I 


TRAITS 

CRITICAL MASSACRE 

Don blot the chance of land! no acridsal hi L. 


IMPOSING 

Thg nori&tn r’$ im paai ny jiiesence can i m mobilise en em ies at tire sta rt of a battle. 


; Frizz 

— 

Douk 

— 

Poisrwi 

— 

Paralysis 

— 

Hang 

— 

Abliteratof 

— 

Dram Magic 

— 

Sleep 

— 

Woosh 

— 

Btedo Biuriior 


Fizzle 

- 

Sag 

- 

Cractt 

— 

Rno Breath 

- 

(iahstopper 

- 

Sap 

- 

Zap 

— 

ke Bream 

- 

Ban Dance 

— 

Uwieiwatt 

- 

Zam 

— 

Whack 

- 

Cdnlueirm 

Vulnerable 

Dint 

- 

Sizz 

- 

□ante 

Immune 

Inaction 

- 

Msgiual Sabotage 



( 6 *ampJ@&! gianl mate xtyrantcsaurus: paws t grim rider 


GRANDPA SLIME 


261 


MONSTER FAMILY I $ RANK 




BANC & ZAP 


^■i 


TRAITS 

BIG HITTER 


MAGIC REGENERATOR 


increases damage dsalt by attacks, skills and abilities Monster recovers a little MR each time it acts 

in h&tile 


DISRUPTIVE WAVE 


Disrupt Wave may be launched automsticalJy 
daring battles. 


Frizz 

— 

Dank 


Poison 

Immune 

F^r&iy&ia 

immune 

Sane. 


Abiliterafor 

- 

Drain Magic 

- 

Steep 

Immune 

Woosh 

— 

Blade Blunter 

— 

FLzzte 

- 


- 

Crack 

~ 

fire B reate 

- 

Gobstcpper 

- 


- 

Z^p 

— 

Ice Breath 

— 

Ban Dance 

l - 

Decelerate 

- 

Zam 

— 

Whack 

Emmune 

Confusion 

ImmuM 

Dim 

- 

Sizz 

- 

■Dazzle 

~ 

inaction 

SD^ Resist 

Magicall Sabotage 

- 

I8BH 


SCOUT 


SYNTHESIZE 

fFour'bgdy) king sinra * king bubble slime x metal kaiser slime k metal tong slime 

EVENT 

Add 2CO types of monsters to the holding pen and a q randpa slime appears in the hotting pen 
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MUNSTER DATA 




































































































































































MONSTER DATA 


GREAT ARGON 
LIZARD 


•' 'MONSTER f AJ&JtY 



MAX STMS EQUIPMENT 


V' 

I S 




43Q 


W--L 

m ✓ ! 



[ 120 


BRFAFK EJi 





traits 

DESPERADO 

increases ihfl fthaMS Qt landing a critical hll wtien HP ;s esirsnntly low. 


Frizz 


Dock 

— 

Poison 

- 

Paralysis 

- 

Sang 

— 

Abllltermor 

— 

Drain Magic 

- 

Step 

- 

Woosh 

_ 

Blade Blunter 

- 

Fizzle 

- 

&aa 

- 

Crack 

— 

fire Breath 

Immune 

Gobatoppm 

— 

Sap 

- 

Zap 


Ice Eketfh 

— 

Ben Darce 

- 

Decelerate 

- 

■.— 

Zam 

— 

Whack 

— 

Cnnlualon 

- 

Dim 

— 

Sizz 

- 

DazZle 

Immune 

Inacbon 

- 

Magical Sibolape 

- 


HOW TD OBTAIN 

SGQU1 

— 

SYNTHESIZE 

^Four-body) argon lizard x argon lizard jc argon lizard it argon lizard 

EYENT 

Ada bO types o! mongers to the holding pen and a great ergun lizard appears m the holding pen 




TRAITS 

FFIZZWIEISTER 

Boosts Frlzz-type ntag-ic eilacts while decreasing MPoonsumplion. 

CRAFTY FIRE BREATHER 

R&duc&s eflefniES 1 resistance to Fire Briilh. Has no Affect unenemiss whe are imporvious lo FTeSreath 


frizz 

— 

Demit 

— 

Poison 

- 

Paralysis 

- 

Ban] 

_ 

Abilttarator 

— 

Drain M3£*C 

- 

Steep 

— 

Woosh 

— 

Blade Blunter 

- 

Fizzle 

- 

59! 

- 

Crack 

_ 

Fite Breath 

Immune 

GntatCpper 

- 

Sap 

— 

-Zap 


ice Sreatli 

immune 

Ban Dance 

- 

Decelerate 

— 

Zam 

_ 

Whack 

Immune 

Ccrnlusion 

- 

Dim 

— 

Sazz 


flizrte 

- 

Inaction 

- 

Magical Sabotage 

- 


HOWTO OBTAIN 

&CT3UT 

i 

SYNTHESIZE ' 

ie:<ampies!i dTakulaHps * Iright knght drakuiaige x dancing flame 

FVFNT 




HP 

m 

MP 

; ISO 

Attack:' 

650 

Qetense 

' ?2Q 

Atjilrty . 

500 

Wiftlnm 

m 


BANG fi CRACK 


TRAITS 

ARTFUL DODGER 

OpuhiBS the stance &f evading enemy attacks. 

CRAFTY WOOSHES 

Reduceseftaffllcs' resistance to Waasd-typa magic. Has no effect on anamles whoare Impervious to 
Woosh-1 v|mi magic. 


cm 


Frizz 

— 

Donk 

— 

Poison 

- 

Paralysis 

- 

Sang 

Immune 

i AbiliLarator 

— 

Dmin Magic 

- 

Sleep 

- 

Woosh 

_ 

i Blade Blunter 

- 

Fizzle 

- 

Sap 

- 

Crack 

_ 

[sraftraain 

— 

GoBSKUptr 

- 

Sap 

- 

Zap 

— 

ice breath 

— 

Ban Dance 

— 

Decelerate 

- 

: 2am 

Heals 

WhK* 

- 

Confusion 

— 

Dim 

- 

! Slzz 

- 

Dazzle 

- 

Inaction 

u 

Magical Saboteoa 

~ 


how to obtain 



TRAITS 

DOUBLE TROUBLE WW 

Monster will act twice in succession whan not given 
specrfic orders. 


GRAND SLAMMER 

Attacks strike all enemies and cama^ dealt by siiFls 
-and. abilities ingieetes. 


HIT SGUAO 

Monster can launch multiple attacks In succession. 
{2 attacks) 

CRAFTY ICE BREATHER 


Ftecucas enemies' resistance: to ttrealJi. Has no 
effect an enemies who are impervious in Ice Breath. 



™—M— 

Fnzz 

— 

Dink 

- 

Poison 

. Imnluiie 

, PafflJyss 

immune 

Bang 

— 

Ahilileratof 

— 

Dram Magic 

— 

; Sleep 

Immune 

Woosh 

— 

Blade BfuniEj 

— 

Fizzle 


Sag 

- 

Crack 

— 

Fir a Breath 

— 

Gotaiopp&r 

Immune 

iSap 

— 

Sep 

Meals 

Ice Breath 


Baa dance 

- 

Decelerate 

- 

Zam 

Vulnerable 

Whack 

Immune 

C«i teste ri 

Immune 

Dim 

— 

Sis 

- 

Ps77l; 

- 

Inacti&n 

Immune 

lYagicat Sabotage 

— 

HOW TO OBTAIN 

HSii 





scorn 

- 

SYNTHESIZE 

(Linuage) Uragoviar lord ;<empyrea 

FYFNT 
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. . 


NATURALIST 

i^n 


FOOT DRAGGER 


Mcmftercan occasionally roliuse ta llslen to orders 
and n<d ad. 


THAJTS 

HIT SQUAD 

Wonswr can launch multiple attacks in succession. i_3 attacks,;! 

CRAFTY GOBSTOPFEB 

Reduces enemies' resistance to Gabstopp-er Has nc efrect on enemies who sre Impervious to Givti&l'Oppar 


RESISTANCES 

Frizz 

— 

! Conk 

- 

Ppisott 

- 

Paralysis 

Vulnerable 

Bang 

— 

Abil-'ciatc; 


Dram Magic 

— 

Sleep 

- 

Wocsh 

- 

Slade Blunter 

— 

Fizzle 

- 

Sag 

- 

Crack 

— 

Una Breath 

— 

Gcbstcpper 

— 

San 

- 

Zap 


Ice Breath 

— 

Bah Dance 

— 

Decelerate 

immune 

Zam 

— 

: Whack 

- 

Confusion 

- 

Dim 

- 

Slzz 

- 

Dazzle 

- 

, inaction 

- 

Magical Sabotage 

“ 

HOWTO OBTAIN 

i SCOUT 

Treepdiatmn 

SYNTHESIZE 

fFour-bodyl treat satmntubx Great sabrenib xgreat sabrecub x great sabrecub 


- 


HESfSlAHLtS 






. Frizz 

- 

Dpak 

— Poison 

- 

Parsers 

— 

Bang 

— 

Mifitunatftr 

— Drain Magic 

— 

Risen 

- 

VYops?i 

- 

Blade Blunter 

— Fizzte 

— 

r 

sag 

— 

Crack 

— 

Fire BreaJh 

— Gnbatopflar 

- 

Sap 

- 

lap 

— 

Ice Breatn 

— Ban Dance 

- 

DaceleraLe 

Immune 

Zam 

— 

WJiaCk 

Contusion 

— 

Dim 

Vulnerable 

Sizz 

- 

Dazzte 

— Inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

scout 

Treepldaticu 

SYNTHESIZE 

(exBirpleel menial pilcher a healsima; mental pitcher x dracky 

EVENT 

- 


GREEN DRAGON 

mss 


MONSTER FAEVRLY 


MAX STATS 




GREEN DRAGON X 


157 


.MQKSTtR-FAMILY- I B Mm 


MAX STATS EQUIPMENT 

I ✓ I 


440 ggf ESj 

JEJ ill DRAG! 


DRAGON LORE 


HP 

1070 

MP 

■90 

' Attack' 

590 

Deterise 

720 

Ability 

490 

Wisdam. 

410 



mm 

ORAGC 


DRAGON LORE 


TRACTS 

BIG HITTER 


GRAFTYZAPPER 


TRAITS 

BEG HITTER 


TACTICAL TROOPER 


increases damage deah by attacks, skills end autliLias.. Reduces enemies' resonance to Zap^rype magic. 

Has no ettect on anemias vrho are imp&rviuds ta 
Zap-type magic. 

CRAFTY GDGGTDPPtR 


Reduces enemies' resistance toGubsLuppej. Has no 
effect an en erases who are lmpervl«tf&TP Go&stopper. 


Increases damage dealt by attacks, shills and abilities. Monster will carry out an action once or Iwico In a 

raw when nut given specific orders. 


CRAFTY ZAPPED |J^ | 

Reduces en&mies'resistance fa Zap-typemagic 
has no affect cn enemies who are impervious ta 
Zap-type magic. 


RESISTANCES 

Friz; 

— 

Dunk 

- 

Poison 

- 

Paralysis 

— 

' Bang 

— 

AOilfUratOJ 


Drain Magic 

- 

Siee+j 

- 

Wnosh 

Vulnerable 

Blade Blunter 


Fizzle 

- 

Sa 3 


Crack 

— 

Fiji! PraiitSi 

| Immune 

Gobstopper 

- 

Bap 


Zap 

- 

fce Breath 

Immune 

Ban Dance 

- 

Decelerate 

- 

Zam 

- 

Whack 

— 

Confusion 

- 

Dim 


Siif 

- 

Dazzle 

- 

inuflou 

- 

Mug: ca Sabotage 

- 


RESISTANCES 







Fnzi 

- 

Dnnk 

— 

Poison 

— 

Paralysis 

- 

Bang 

- 

Abiliteratoz 

— 

Drain Magic 


•Sleep 

— 

Woosh 

Vulnerable 

GljfheBliinltr 

- 

Fizzle 

- 

Sag 

- 

Crack 

— 

Fine Breeth 

Irerreiw 

Gubutappur 

— 

Sap 

- 

Zap 

— 

IPS BreaHh 

Immune 

Ban Dance 

- 

Decelerate 

— 

Zam 

— 

Whack 

Immunp 

Confusitm 

— 

Dim 


Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


HOWTO OBTAIN 


SCOUT 


EVENT 


Lira ho re {fag) 


(examples) arrapdrafljn ^ shall alijria; komqdo >: jaitcal 


Alter 10| communication battles, a green dragon appears in tits holding pan 


HDWTG OBTAIN 

SCOUT 


SYNTHESIZE 

: (Lineage) gr&en dragon * green dragon (both musi be level ?0) 


- 
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GREEN DRAGON XY 


W-, MONSlKR.EAjkY ■ $ ;Nk : ■ 


mi STATS 


HP: 

1380 

m ; 

470 

Attaut 

590 


960 

Agtjfc/- • 

740 

Wisdom 

5SO 



TOFTS 

BIG HITTER 

increases dama^ dcaR by attacks, skills and Abilities, Honsterwl'carry out an atfion Itimeslnaro.wwhen 

not given specific orders 


Increases damagetkall by attacks, skrils and ablNEies. iricrv^sns Ibe chance of [ending a critical Im when 

HP is em namely s m 


CRAFTY ZAFPER CRAFTY GQBSTOPPER 

Reduces enemies' resistance to Zap-type maple. 

Has ii d effect on enemies who are Impervious to 
Zap-type mag ic. 


RfliJuMs enemigs' resistance tc Gobstopper, If as no 
af fect cm enemies who are impervious id Gobstopper 


RESISTANCES 







Frizz 

Immune 

Donk 


Pa's do 

Immune 

Paralys-s 

: immune 

Gang. 

— 

Ainhleratar 


Drain Magic 

— 

Sleep 

Immune 

Woos-n 

Vulmera&se 

Glade Bfunler 

- 

Fizzle 


Sag 

- 

Crack 

- 

Fire Btoash 

j Imnvutia 

•Dabstpppur 

1— 

Sap 

1^-' 

Zap 

- 

Ice Brasth 

j fmmuna 

flan Dance 

— 

Decelerate 

- 

Zam. 

- 

Whack 

| Immune 

CnnFufiiem 

Immune 

Dim 

- 

Sin 

- 

Dazzle 

!- 

Inaction 

Immune 

Mag cal Sabotage 

- 


HOW TO OBTAIN 

scour 

— 

SYNTHESIZE 

(Lloftags) tlrAfiOn X x graen rlr^gpn X (bo-ln must be level SC; 


— 


COMEBACK KID 

Manater will have a slim chance of beln^ Jevlved 
after eying. 


RESISTANCES 







Friz? 

— 

Don* 

- 

Poison 

immune 

dialysis 

Immune 

Sang 

- 

Abiliteralo* 

- 

Drain Magic 

- 

Sleep 

Immuilfc 

Woosh 

- 

Blade Blunter 

- 

Fizzle 

- 

Sag 

- 

Crack 

— 

Fire Breath 

Immune 

Gobstopper 


Sa|i 


Zap 

Heals 

fee Ereath 

- 

Ban Dance 

- 

Decelerate 

- 

Zam 

Vulnerable 

Whack 

Immuna 

Contusion 

Immune 

Diftl 

— 

Slit 

- 

Oaale 

- 

liaclwn 

immune 

Magical Sabotage 

- 


HOW TO OBTAIN 


■! Lineage} barbaras x Dragoman lord 



MAX STATS EQUIPMENT 



TRAITS 

COUNTERSTRIKER 

Monster ntay launch. □ cDuntBnaneckwhen fttlackser 





mftirs 

HIT SQUAD 


BIG HITTER 


Monster cart launch multiple attacks in succession Increases damage ttealt by attacks. skillsand abilities. 

iZ attacks) 


CRAFTY CONFUSER 


FBI 


Reduces enemies’ resistance tg confy&iau. Has no effect on enemies whu are inn pervious to tunluaiun. 


RESISTANCES 


Frizz 

— 

Oohk 

— 

Poison 

— 

Paralysis 

_ 

Bara 

- 

AbHfteratar 

— 

Drain tOiigic 

— 

Sleep 

Immune 

'.Vo.-.r 

- 

Blade fliu'iier 

— 

Fizzle 

” 

Sag 

- 

Crack 

— 

Eire Breath 

- 

Gobstopper 


Sap 

— 

to\ p 

Vulnerable 

ice Breath 

- 

, Ban Dance 

[— 

, Decelerate 

— 

Zarti 

- 

Wrack 

— 

Confusigu 

— 

- — 1 - 1 

| Dim 

— 

3Jzz 

- 

Dazzle 

- 

Inaction 

|- 

Magical M«age 

- 


HOWTO OBTAIN 


SCOUT Bemusoieirm (raining, nigh t!; Necro polis j night} 

j SYNTHESIZE jLinsape} demon rider x h>f:ri.=i constrictor _ 

EVENT — 


CRAFTY DIMMER 

Reduces EnEmips' rBsis-ianc e 10 Dim-type magic. 
Has no etfocl on enemies who are impervious to 
Dim-type magic. 



SCOUT 


RESISTANCES 


Frizz 

— 

Dunk 


Poison 

■mm 

Inimune 

Paralysis 

Immune 

Bang 

— 

Abililergfgj 

- 

Dram Magic 

- 

Sleep 

— 

Woosh 

- 

Blade Blunter 

— 

Fizzle 

- 

Sag 

— 

Grach 


Fire &reaith 


Sbtetopper 

— 

Sap 

— 

Zap 

— 

Sioe Sr&ath 

Vulnerable 

Ban Dance 

— 

Decelerate 

— 

Zam 


Whack 

— 

Confusion 

— 

; Dim 

— 

Suz 

- 

Dazzle 

- 

inachon 

- 

Magicaf Sabotage 

- 


Berciusoieum might) 


synthf&izf 


ll.ineaggl marquis lie fson y hyper neyedra 


&.ENT 
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TRAITS 

CRAFTY DAZZLEB gfl 

Reduces enemies' resistance to Dazzle-ivpe magic. Has no flife-53 cnenemls& who ire impervious to 
Dazzle-type magic, 


CHAPTER 



TRAITS 

HIT SQUAD 


Monster can launch mullipl* attacks in succession. (2 attache) 


GIANT KILLER 


Monster can deal heavy damago l* large monsters. 


I Frtn: 

— 

Doek 

— 

Poison 

— 

Paralysis 

- 

Bang 

— 

Abii itcratz-r 

- 

Drain Magic 

- 

Steep 

— 

vVoosn 

— 

Blade Blunter 

— 

"Ratal 

Immune 

Sag 

— 

Crack 

— 

Firu Breath 

— 

Ggb&iopper 

— 

Sap 

— 

j^P 

— 

Ice Bread) 

— 

Ban Dance 

— 

DKOiiKJtfi 

- 

Zam 

— 

Whack 


Confusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 


inaction 

- 

Magics £ a dotage 

Immune 


Frizz 

— 

DOM 

- 

Poison 

- 

Paralj/sls 

- 

Sang 

- 

Abtiteratsr 

— 

Drain M.igif: 

- 

Sleep 

— 

wousd 

— 

B^rie P'i ; rar 

Blade Burner 

Fizzle 

— 

Sag 

- 

Crack 

— 

Fire Brealh 

- 

fiobstopper 

— 

Sap 

- 

zap 

- 

Ice Breath 

- 

Bar Dance 

— 

Decelerate 

- 

Zarr. 

— 

'iViiacc 

- 

Conlusion 

immune 

Dim 

- 

Sizz 

- 

i Dazzle 

- 

IfiaCtrCfl 

- 

Magical Sabotage 

— 



TRAITS 

ARTFUL DODGER 

Doubles the chance Ql wading enemy atlacks. 


TRAITS 

PSYCHO 

Allows monsters 1o psyche up in Dattle. 


CRAFTY DA2ZLER 

Reduces enemies' resistance to Dazzla-type magic. Has no ulfucl ^n enemies who are Impervious tu 
Dazzle-type magic. 


RABBLE ROUS Eft 

Can increase iflusi-on oi ail al lies ai the start ol a battle. 


frizz 

_ 

Doe* 

— 

Poison 

- 

Paralysis 

— 

Sang 

— 

Ahlllteralot 

- 

Drain Magi: 

- 

Sleep 

- 

Woosh 

— 

Blade Blunter 

— 

Fizzle 

- 

Sag 

- 

G?ack 

— 

Fire Breath 

— 

Dohatoppe? 

— 

Sap 

— 

Zap 

_ 

Ion Bre3th 

immure 

Ban Dance 

— 

Decelerate 

- 

Zam 

_ 

Whack 

- 

Cnrilu&ion 

— 

Dim 

— 

Sin 


Dazzle 

- 

Inaction 

- 

Magical Sabotage 

immune 


HOW TO OBTAIN 


SCOUT 


tVEMT 


Doubthack (clear, dayi; Cragravaiion (clear) 


iLineage; lesser demon a Beast Family 


Frizz 

— 

Dork 

- 

FtiSW 

- 

Rar^ysiS 

“ 

Bang 


Ab llterator 

Vulnerable^ 

Drain Magic 

- 

Sleep 

- 

Woosh 

— 

Blade Bluntur 

- 

Fizzle 

- 

Sag 

- 

Crack 

- 

Fira Bmatti 

— 

nctratopjjir 

- 

Sap 

- 

Zap 

— 

les Bream 

- 

Ban Canoe 

- 

Decelerate 

- 

Zam 

— 

Whack 

— 

Confusion 

- 

Dim 

— 

Slzz 

- 

Dazzle 

imnure 

Inaction 

- 

Macsai Saootace 

— 


HOW TO DBTAJN 

scorn- 

Iceoiartrcjn (day) 

syufhfsizt 

(erampiss; satyr x killer pillar; healstime * luiQhoul 

EVEN* 

- 


MONSTER DATA 






































































































































































MONSTER DATA 




MAX STATS 

HP 

*30 

WP 

050 

A»;-' 

650 

DsferiSR- 

760 

Agility 

700 

; Wisdom 

MO 


EQUIPMENT 


✓ 



I SKILL 


CLEANSER 

O 


TRAITS 

HIT SQUAD 

fjlorater can la lurch multiple al tacks i n succession. 
I/' attacks) 




HAWKHART 

■£11 


STEADY RECOVERY 

Mpn jtejr recu'-n: i a- a little HP each time It acta In battle. 


CRAFTY FIZZLER 

Reduces enemies' re&lslan-e to Fifzl'Hype magic. 
Has sio elfeci on enemies who am imper vious to 
Fas'e-lypE magic. 


THArrs 

PSYCHO 

A Hem mn n stars to psyche up in battle 

HiTSCOAD 

Monstercan launch multiple at lacks. in successF&n. (2 attacks) 



HAWKHART ACE 


??? rank- 



MAX STATS 


■w 

700 


MP 

650 

1 

: Attack 

500 

1 

i Defense 

700 

1 

Agility 

990 _ 


j W^tlotn 

830 

i 


EQUIPMENT 


y ESM 

HAWKHART 111 


THAITS 

psycho 

Allows monsters to psyche up in battle. 


■ Frist? 

— 

Dank 

— 

Faison 

— 

Paralysis 

— 

Bang 


Abilrtarat-Or 

- 

Crain Magic 

Immune 

EHse? 

— 

Wnasti 


Blade Blunter 

— 

Fzzla 

- " 

Sag 

- 

: Crack 

— 

Fire Breath 

- 

GnbStflpper 

- 

Sap 

- 

Zap 

- 

ice Breath 

— 

. Ban Dance 

- 

Decelerate 

- 

j 2am 

- 

Wiacft 

Immune 

j Contusion 


1 Dim 

- 

Si u 

- 

Dazzle 

Immune 

Inaction 

- 

Magcat Sabotage 

— 



HOWTO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(lineage) dhumn xriiEiantula 

EVENT 

“ 


EARLY BIRD 

Monster nil I at Lack Hist In battle. 


Frizz 

— 

Dank 


Poison 

- 

Paralysis 

- 

Bang 

— 

Abllilerator 

— 

Drain Magic 

- 

Sleep 

- 

Woosh 

— 

Blade Blunter 

- 

Finl * 

immune 

Sag 

- 

Creek 


Fire Breath 

— 

Gnbstopaar 

-■ 

Sap 

- 

Zap 

- 

ih BretfJs 

- 

San Dance 

- 

Decelerate 

- 

Zam 

Vulnerable 

Whack 

- 

Cnnhrsifln 

- 

Dim 

- 

Sizz 

- 

tBE h 

. Inaction 

- 

May sal Sabotage 

— 


HOW TO OBTAIN 



•HP -JV 

500 ; 

w A 

3_30__ 

Attack 

{ 570_ 

Defense 

490 

Agility 

350 

Wisdom 

270 


TRAITS 

METAL BEATER 

Darnagfi inFlidadatt Him rfli 3$ VriDl MDlal bodies will increase by 1 point 




BERSERKER 

bh 


FOOT DRAGGER 

Mci n star can a rxaii ru 1 j lly rfi f b si to I iSton to or de rs 
and not itL 


Frizz 

immune 

Donk 

- 

Poison 

Vulnerable 

Paralysis 

- 

Bang 

Immune 

A&illtorstor 


Drain MmjMt 

- 

Steep 

Vutiarabta 

Woosh 

Immune 

Bade B under 

- 

Fizzle 

- 


- 

Dratk 

Immune 

Fire Breath 

- 

Gobsfopper 

- 

Sap 

- 

Z3P 

Immune 

ice Breath 

- 

Ban Danes 

- 

Decelerate 

- 

2&n 

Immune 

Whack 

ImmuiM 

Contusion 

- 

Dim 

- 

Sic 

Immune 

Dazzle 

- 

jrnetten 

- 

Magical sabotage 

- 


HOW 10 OBTAIN 

SCOUT 

— 

SVNTHEsi?F 

(Ltoeajgel Inamus Family x Demon Fami ly [Rank S or hi^ier) 

EVEJIT 

- 


Frizz 


Donk 

— 

Pei sen 

— 

Paralysis _ 

— 

Bang 

- 

Abfjjffjfaftr 

- 

□ rain Magic 

- 

Sleep 

- 

Woosh 

. | 

Blade Blunter 


Fizzle 

- 

Sag 

- 

Cr$ck 

— 

Fira Bream 

— 

Gobslcqiper 

— 

Sap 

Vulnerable 

Zap 

— 

fte Bretf(l) 

- 

Ban Sauce 

- 

Denetorais 

- 

2am 

— 

Whack 

Immune 

Confusion 

— 

Dim 

- 

Slzz 

- 

Dazzle 

- 

Inaction 

- 

Mggtoa.1 S^hotegei 

— 


SCDUT 

Tne«jidatiun might) 

SYNTHESIZE 

(earampscEj IrogfacE x rockbomb; oracky x iroptace 

EVENT 
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MAX STATS EQIIFMEM 



SI M* 

<✓ 



m HEEDOOVOODOO 


BSmonsterfamjly ■ | .nm 


MAX STATS EQUIPMENT 

390 
J30 

m 
m 






HEALER 


TRAITS 

HEALTH PROFESSIONAL 

Boosts healing spell effects while dflcrtjsfng MP bansumptlon. 

CRAFTY MAGIC DRAINER 

Reduces enemies' res stance to Drain Magic spelts. Hai no eifect on enemies whc- are imptrinout to 

Drain Magic. 



36G 

IS> v 



53D 

m * 

;-Vi> t . . . 

mime cm 

.. 


TRAITS 

COUNTER STRIKER 

Monster may Launch a counterattack viJten attacked. 

CRAFTY DANCE BANNER 

Fieducus imeniles 1 resistance to Ban Dance. Has no ef Sect on enemies who arc impervious to Ban Dance, 



MAX STATS EQUIPMENT 

■ ■[ a-1 

Br'l 

j QTnHHj 

NATURALIST 

TRAITS 

ARTFUL DODGER 

Doubles :h a chance oS fi^adins enemy attacks. 



HELI GATOR 



A 'RANK/ 



RESISTANCES 

Friii 

— 

Dank 

- 

Poi&on 

- 

Paralysis 

- 

Bang 

— 

Abilherator 

- 

Drain h/.jy 

- 

Sleep 

— 

Woosh 

— 

Biat£e Blunter 

- 

Fizzle 

— 

. Sag 

— 

Crack 

— 

Fine Breath 


fintafitcppc 

- 

L SlC . 

— 

Z3p . 


Ice Breah 

- 

Ban -Dance 

— 

; Decelerate 

Immune 

2am 


Whack 

- 

Confusion 

- 

| Dim 

Immune 

Siffi 

- 

Dazzle 

- 

inaclior 

- 

ktagical Sabotage 



HOW TO OBTAIN 

SCOUT 

Trespsjation (day) 

SYNTHESIZE 

(examples) see urchin x spilnik; draeky > weaken baakon 

EVENT 



HELL HORNET 

Mas g§| 



MAX STATS 


equipment 


HP 

330 

MP 

250 

Attach ' 

"410 

Defense 

"400 

Ag% 

m 

Wisdom 

580 


m-'Si' 

QB 

BH 


DEMIHISHER 


TRAITS 

ARTFUL DODGER 

Doubles the chance of evading enemy attacks. 



CRAFTY ZAMMER CHI PARALYSING TOUCH B 

Reduces enemies' res istance to Zam-lyiw mag it. Has no effect on enemies who are i muervious to Can paralyse enesn ire fifiaA 3 flacking. 

Zam-ljp-5 magic. 


RESISTANCES 

■ ' .'• lift: 


Friia 

Vulnerable 

Donk 

— 

Poison 

immune 

Paral'irsis 

Immune 

Bang 

_ 

Adulterator 

— 

Pram Magic 

- 

Sleep 

— 

Wo&sh 

_ 

Blade Blunter 

— 

Fizzle 

- 

Sag 

— 

Crack 

— 

Fire fireaih 

~ 

Qpbslopper 

- 

Sap 

— 

Zap 

— 

ice Breath 


Ban Dance 

- 

Decelerate 

- 

zam 

— 

Whack 

- 

Cfldlusinn 

- 

Dim 

- 

Sizz 

- 

Dazzle 

- 

inaction 

— 

Magicat Sabotage — 


SCOUT 

Trepidation (dearl 

SYNTHESIZE 

(ejtanpte?) killer pillar s dragonthom; swarrntTDDpeis x lunghoul 

EVENT 



RESISTANCES 

f Frizz 

— 

Cthnic 

- 

Poison 

Paralysis 

- 

Bang 

— 

Abifilerator 


Draiih Mage 

— Sleep 

— 

Woosh 

— 

Blade Shinier 

- 

Tzzie 

— Sag 

Vunarable 

Crack 

— 

Fire Breath 

Immune 

Uohstepper 

— Sap 

— 

" — 

Zap 

— 

ice QreatJi 

Immune 

Ban Dance 

— Decelerate 

“ 

2am 

— 

Whaok 

- 

C&nlusion 

— ! Dim 

- 

Hn . 

- 

Dazzle 


Inachor 

— Mag&nat Sabotage 


HOWTO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(Lineage) king Squid x graces.: {examples) yabby k drakularge; paws irfright knight 

EVENT 
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HELLHOUND 



MAX STATS 


HP- 

590 

MP 

JO 

AVaikk. 

610 

DsrensE 

710 

Agility 

570 

• Wisdom | 

350 


EQUIPMENT 



1 SKILL 


CRACKS ZAM 

& 


TRAITS 

PSYCHO 

Allows nvoni.ltrs li).psyche up m batlie. 


RESISTANCES 

Frizz 


Donk 

- 

Poison 

— 


— 

Bang 


r . ’ | 

Abllttrator 

- 

Dram Magic 

— 

SIMP 

— 

WOOS* 

- 

Biadg Biuiitfr 

- 

Fralfi 

— 

M 

Immune 

Crack 

— 

Rre Brealh 


Gobstoppsr 

— 

Sap 

— 

7 m 

Vurwrabie 

ice Breath 

- 

Bsa Dares 

— 

Decelerate 

— 

Zam 

!— 

Whack 

— 

Contusion 

— 

CUm 

- 

5 in 

- 

Pmfe 

- 

I naolion 


M3B leal satxnago 

- 


HUNTER MECH 



C RANK 



MAX STATS EQUIPMENT 

S Hi ' 

230 I 

sTo j 

i&on 

-™J Ms 

2 SO ! IgS 




s/ 

</ 



A Nil METAL 


TRAITS 

METAL BEATER 

Damage lnBicted on enemies with metal bodies. wIN increasu by 1 point 

TACTICAL TROOPER 

Monster will carry cut an action once ortwlce In a row wbep not given specific orders. 


HOWTO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(examples) skipper x Imp; stump chump x dancing devlli 

EVENT 

“ 


RESISTANCES 

Frizz 

— 

Oonk 

P 

Poison 

Immune 

Paralysis 

— 

. Bang 

Vulnerable 

AbilileraJor 

— 

[train Magic 

— 

Steep 

— 

Woosh 

— 

Slade Blunter 

- 

Fizzle 

- 

5ag 

- 

; Crack 

- 

; Fire Breath 

— 

Gflbslnpper 

— 

Sap 

— 

Zap 

— 

its Breath: 

- 

Ban Dance 

- 

Decelerate 


Zam 

- 

Whack 

Immune 

Confusion 

- 

( Dim 

— 

Sizz 

- 

Dazzle 

- 

inaction 

- 

Magical Sabotage 

- 


HOW ro QfltAlH 

SCOUT 

Bemusoleiiii (day). Metal Menagerie 

SYNTHESIZE 

(Lineage) metal slime knighl x lethal armour 

EVENT 

- 



MAX STATS 


HP ■ 

650 

MP 

300 

Attack 

650 

Defense. 

50D 

«ty. j 

45fl 

Wis^am 

430 


EQUIPMENT 



ANTI MAGIC 

TRAITS 

HIT SQUAD 

MmiHtflrcan launch mul lipid attacks in s-uccession. (2 alluckei 

CRAFTY ZAMMER 

Reducer, erremied' rasiatanca la Zam-lypc magic. Has riu effflci on enemies who are Imparviotis to 

Zani-type mast. 


«m 


Frizz 

— 

Donk 

Prison 

— 

Paralysis 

- 

to 10 

- 

Abilllarator 

— DnalfiT Magic 

— 

Sleep 

- 

Wo&sft 

- 

Blade Blunter 

Fizzle 

— 

Sag 

- 

Crack. 

— 

Fire Breath 

— Gobstapper 

Immune 

Sap 

— 

Zap 

— 

(os Bream 

Ban Dance 

immune 

Decelerate 

- 

Zam 

- 

Whack 

— Contusion 

- 

Dim 

Immune 

&IZ? 

- 

□azzia 

inactton 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


SYNTHESIZE 


(examples) 


armour s malfrmlamp; bona constrictor x flaws 


HYPER HEYEDRA 

OB 





TRMtS 

HIT SQUAD 

Mdneter can launch multiple aitacks in euccesabn, f2 attacks) 

CRAFTY ZAMMER 

RaduDfls enemies. 1 resF&tihcs to Zam-type magic. HASna aitadt an enemies who arc imperUidUS to 
Zam'type magic. 


RESISTANCES 




Frizz 

- 

Donk 

- 

Poison 

- 

Paralysis 

- 

M 

- 

AblHterator 

— 

Dram Magic 

- 

Sleep 

- 

Woosh 

- 

Blade Biimtor 

- 

PHle 

- 

Sag 

- 

Crac* 

— 

Fine Breath 

- 

Gobstopper 

Immune 

Sap 

— 

Zap 

- 

ice Broalh 

- 

Ban Dance 

immune 

oaggjftiH 

immune 

Zam 

— 

Wreck 

- 

Conluswn 

- 

Dim 

- 

SI2Z 

- 

Duxxle 

- 

inaction 


Masicd Satuisgo 

- 


HOW TO mil AIN 


(exam ptesl flygiff x shadow; stump chumpif lesser demon 


isa 














































































































































































TRAITS 

BANGMEISTER 

Bdo&ts, Bang-type magic efletls while decreasing Wit 3 consumption. 

Wt 1 

TRAITS 

crackweister 

Goods Crack-type magic effects while decreasing MP consumption 

m 

CRAFTY BANGER 

Reduces Enemies' leai&tance tD Bang'type magi: Has no effect an ariemlss who are imperviOL'S to 
Bang^ypa magic. 

tm 

STRANGELY ALLURING 

Can dazzle enemies and immobilise them at the start of a battle. 

O 


RESISTANCES ■ RESISTANCES 


Frizz 


Datrt 

_ 

Poison 

_ 

Paralysis 

- 


Fdfr 

- 

Donk 

- 

Poison 

- 

Paralyse- 

- 

Hang 

_ 

flbiffaralcr 

_ 

Pram Magm 

_ 

Sleep 

- 


Bang 

- 

Abriltera&or 

Vulnerable 

Drain Magic 

— 

Steeo- 

— 

Woosh | 

_ 

Blade Blunter 

_ 

Fizzle 

immune 

Sag 

h - 


Woosh- 

- 

Blade Blumtar 


Fizzle 

— 

Sag 

— 

Grade ; 

_ 

Fire Brealh 


GnbsSdppe-r 

_ 

Sap 

- 


Crack 

Immune 

Fire- Bream 

— 

GobsiopDsr 

— 

Sap 

~ 

Zap 

_ 

ice&reatft 

_ 

Ban {J anre 

— 

Decelerate 

— 


Zap 


Ice Gn&alh 

- 

Ban Dance 

— 

Dec*lerate 

— 

Zam 

_ 

Whack 

_ 

Confusion 

— 

Dim 

— 


Zam, 

- 

Wtac* 

- 

Confusion 

— 

Dim 

— 

\sm 

- 

Dazzle 


inaction 

- 

Mag^ai Sabotage 

immune 


Sizz 

- 

Dazzle 

— 

Inaction 

— 

Mapiral Saiwlage 



MOW TO OBTAIN 

SCOUT 

lee-talon 

SYNTHESIZE 

(exEiriplesi wild boarlish x shell slime: svrarmlroofters x s.novp’blrd 

EVENT 



SYNTHESIZE 

ie>anr.nles) lump wizard *. wild boarlish: dracky x iaileat 

EVtSiT 

_ 



TRAITS 

TACTICAL TROOPER EE1 

Mon 5 iei wil I carry oul an adi dp once or I n a row when n oi dive n specific o rders 



TRAITS 

CRITICAL MASSACRE 

D0iiW?& the chance of landing a critical hrt. 



m 

mm 


RESISTANCES 1 

Fhzz 

— 

Etanfs 

— 

Poison 

- 

Paralysis 

- 

Sgng 

— 

AbHIterator 

- 

Drain Magic 

Immune 

Bleep 

- 


— 

Blade Blunter 

— 

Fizzla 

- 

Sag 

- 

Crack 

- 

Fne Breath 

- 

Gobstopper 

Vulnerable 

Sa? 

- 

Zap' 

— 

lea Breath 

- 

Ban Dance 

- 

Oflcalemte 

- 

Zam 

— 

Whack 

- 

Confusion 

- 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 

HOW TO OBTAIN 

SCOUT 

— 

EVNTHcStZE 

(brioage i Ireu-fry x Unsure Family: (examples} kemado x heatfsllme; heal slime x grea! sabrectm 

EVEIfT | 




MONSTER DATA 



























































































































































MONSTER DATA 


JUM 


m 


MOssrufl family ■ Bf$M 


MAX STATS 


HP 

'jit 5T 


200 

Aitofck; : 

730 


B40 

Agility 

300 

Wisdom : 

520 



JUMPING JACKAL 
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AIIONStEftFAPAILV I g ‘ RANK 





MAX STATS EQUIPMENT 




DEFENDER 

O 




SPEEDSTER 


TRAITS 


TRAITS 

HIT SQUAD 

Monster can launch multiple attacks In success ion (2 asiackm 


ABLE ANlBUSHER 

Doubles thechai)K of launching pre-emptivestrikes-, 


RESISTANCES 







FriJUt 

- 

Donk 

- 

Ffiienn 


Parafysis 


Bang 

- 

AWIItarator 

- 

Drain Magic 


Step 

Immune 

Wooah 

- 

Blade Blunter 

Vulnerable 

Fbzle 

- 

Ssg 


Crack 

- 

Fire Bf&ilh 

- 

Gobstopper 

- 

Sap 

— 

Zap 

- 

Ice Brealh 

- 

Ban Dance ] 

— 

Decelerate 

— 

Zam 

— 

WliBUk 

- 

Confusion 

— 

□im 

- 

Si ll 

— 

Dazzle 

- 

inaction 

- 

Magical Sabotage ! 

— 


HOWTO OBTAIN 







! SCOUT 

— 

| SYNTHESrZt 

[examples) magmalme * firebird; dancing llame x dark slina 

EVENT 

— 


Frizz 

- 

Dunk 

— 

PDiSDIl 

- 

Paralysis 

— 

Seng 

- 

AbilrMor 

Immune 

Drain Magic 

— 

Sleep 

— 

Woosh 

- 

Blade Blunter 

- 

FiZzle 

- 

Sag 

- 

--J 

Crack 

- 

Fire Breath 

- 

Gobstopper 

— 

Sap 


Zap 

- 

Ic® Breath 

- 

Ban Dance 

— 

Decelerate 

- 

Zam 

- 

Whack 

- 

Ctni fusion 

— 

Dim 

— 

Sin 

- 

Dazzle 

Immune 

inaction 

- 

Magical Sabc-tape 

- 


HOW TO OBTAIN 


SYNTHESIZE tsKampfojs) merman x slime slack: merman n dancing flame 



HP ■: - V 

im 

MP 

_87Q I 


900 


340 

Agility 

S4Q 

WJ^d rim 

m 


TRAITS 

PSYCHO 

a Item's monsters to psych $ up in battle, 


HIT SQUAD 


Monster sen launch multiple attacks in succession. 

{2 attack^ 


TRAITS 

STRANGELY ALLURING 

Can dazzle enemies and Immo kills* Lkrm at the start of a battle 


GRAND SLAMMER 


CRAFTY DAZZIER 


Attacks k- 1 rike ill enemies and dsmapa dealt by skills 
and abiNHesincreases. 


Red uces ettem ies' te e i?ta ,i r ? to Dazzls-typ* magic. 
Has no efJcct on citBmies wtw? are impervious to 
Dazzle-type magic. 


RESISTANCES 

Frizz 

— 

DfliU 

— 

PolBujn 

immune 

Paralysis 

immune 

Sing 

- 

Abilsierator 

— 

Drain Magic 

- 

Steep 

Immune 

Woosh 

- 

Blade Blunter 

- 

Fizzle 

Immune 

Sag 

- 

Crack 

— 

Fire Bmlh 

Vulnerable 

Gobs opper 

- 

Sap 

— 

Zap 


Ice Breath 

- 

Ban Dar-te 

— 

decelerate 


7am 

- 

Whack 

Immune 

Confiism 

tmmupie 

Dim 

— 

Sizz 


Dazzle 

- 

Fraction 

- 

Magical SaiHiliya 

- 


Fritz 

- 

Dunk 

— 

^ Poison 

_ 

Panafysis 


Bang 

- 

/itHlitprater 

— 

Drain Magic 

- 

Sleep 

- 

WDOStl 

- 

Slade Punier 

— 

. Fizzle 

Immune 

Sa ? 


Crick 

- 

Flra flreath 

- 

■aubstopper 

— 

Sap 


Zap 

- 

toe Breaih 

— 

Gan Dance 

Vulnerable 

Dflwierate 

- 

Zam 

- 

Whack 

- 

Confusion 

- 

Dim 

- 

Sizz 

— 

Dazzle 

— 

inaction 

- 

Magical Sabotage 

- 


HOWTO OBTAIN 


HOW TO OBTAW 


SCOUT 


(Four-ftody) khalancan kie y khalaman k?d :< king sgmd y kir^ squid 


SYNTHESIZE 


[inshore (clear, day} 




{examples) evse I x asngs-i slime: scorpion x mecha-mynah 
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TRAITS 

DESPERADO O 

incfaasasthe chance of landing a critical hit when HP is extremely law. 



TRAITS 

TACTICAL TROOPER 


Monster -will carry out an action once or twice in 3 rgw wheri not given specific orders 


CRAFTY tMACTIVIST 


Reduces enemies' resistance to missing a turn Has □□ eITbcI on anemias who are reistant Id missing a turn. 


Frizz 

— 

Dcnk 

- 

Fvnsen 

— 

Parstysss 

immune 

Bang 

— 

Abrlitarator 


Drain Magic 

- 

Sleop- 

— 

Wcasfi 

— 

Blade Blgnter 

- 

Fitflfl 

— 

sag 

- 

' Omsk 

Vulnerable 

Fire Breath 

i — 

Go&stospfir 

- 

Sap 

- 


— 

lee Breath 

r 

Ban Dance 

- 

□as&iaratft 

- 

Zam 

— 

Wfcacn 

- 

Condon 

- 

Dim 

— 

Sii l 

- 

Dasl® 

- 

Uiactlon 

- 

Magical pelage 

— 


HOW TO OBTAIN 


SCOl/I 


(examples) capsichum x bad eid: lips * stump chump 


KING BUBBLE SLIME 


201 


.MOWERTA1WILY I A -ANK 


MAX STATS EQUIPMENT 





Rgi%' 

400 ? 

Hf s/ 

BAD BREATH 


WlEdtM'JT 

: 720 ' 

wm 





TRAITS 

POISONOUS 

Monster may inflict poison on enemies upon jyeirig attacked. 

0 


RESISTANCES 


Frzz 

_ 

Donk 

- 

Poison 

immure 

Paralysis 

[mdl 

Bang 

ViiIim table 

Abiliterator 

- 

Drain Magic 

- 

Sfeep 

— 

Waosn 

— 

FiIh Blunter 

- 

Fizzle 

- 

Sag 


Crack 

— 

Fire Breath 

- 

Gotetopper 

- 

&3p 

- 

lap 

— 

lea BrfiHi.li 

- 

Ban Dance 


Decelerate 

- 

Zam 

— 

lA'hnek 

immune 

Contusion 

— 

EHm 

- 

Tiil 

- 

Dhi?Ip 

- 

Inaction 


Magical Saholaga 

— 


HOW TO OBTAIN 


scorn 


SYNTHESIZE 

{Lineage) fiunler mech x mKhan-D'-wyrm, hunter mech x rule; former mech x phantom swordsman 

EVENT 

- 



TRAITS 

HEALTH PROFESSIONAL 

Boo-sts healing sp&is etieciswHi:® decreasrng MP consumption. 


CLOSE SCRAPER 

Enables master tg survive fataldama^Bwith 1 HP. 


RESIST 

mets 



Frin 

- 

Dork 

— 

Poison 

— 

Paralysis 

— 

Bp. rvo 

— 

Ah literate 

— 

Drat a Magic 

- 

Sleep 

— 

Wnosti 

L* 

BEatfe Blunlar 

- 

Fizzle 

immune 

Sag 

— 

Crack 

— 

Fii u EJid>alh 

— 

Gateuppftr 

- 

53.0 

- 

Zatr 

— 

tee Breath 

- 

Ban Dance 

- 

Decelerate 

- 

2am 

— 

WfliCk 

Immune 

Ganhwibn 

- ' 

Dim 

- 

S is 


Dacile 


inaction 

- 

IVagicat Sabotage 

— 

HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

( Linear) king sl ime x king slime. 

{examples) anjflt slime x dark slime knight; dark slme kmght xdancing flame 

EVENT 

— 
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Can incase tension of all allies, at the start of a battl e 



KING SLIME 


d% mmm family I c ^ 


MAX STATS 



EQUIPMENT 




TRAITS 

CRITICAL MASSACRE 


Do itbles the chance at sanding a critrtat hi r 


CLOSE SCRAPER 


Enable? men ms to su ry I ue latal {is m ag e with i up. 


RESISTANCES 


Frizz 


Dank 

- 

Person 


Pampas 

_ 

Bang 


ABilllerfiJWr 

- 

Dram My?if: 

- 

Sleep 

immune 

Woosi 

— 

Blade Bln nlar 

— 

Fizzfc 


Sag 

— 

Brack 

- 

Fare Breath 

- 

Dobmopper 

— 

Sap 

— 

Zap 

— 

lea Brealli 

— 

Ban Dance 

- 

Deaerate 

— 

Zam 


Whack 

— 

Cqnlg^cn 

- 

Dim 

- 

Sis 

— 

Dazzle 

— 

Inaction 

— 

WagtaK Sabotage 

Immune 


HOW TD OBTAIN 

soinlT 

i Unshore 

SYNTHESIZE 

(enamplesi puppeteer a bodkin archer; tarn fiend x dragon slime 

EVENT 

— 


RELIANCES 


Frtzz 


j Bonk 

- 

Poison 

- 

Paralysis 


Bang 

— 

Abiliteratnr 

— 

Drain Manic 

- 

Sleep 

- 

Woosh 

- 

Slade Blunter 

- 

Fizzle 

- 

Sag 

- 

Crack 


; Fine Breatn 

- 

Gotistopper 

- 

Sap 

V - 

Zap 

- 

| fee Bn-eth 

- 

Bfln Dsnce 

- 

Decolerita 

— 

iflifl 

- 

' Whack 

Immune 

Contusion 

- 

Dim 

- 

Sc? 


Dazzle 


Inaction 

- 

Magical Sabotage 

immune | 

HOW TO OBTAIN 






SCOUT 

- 

SYNTHESIZE 

(Lineage) behemoth slime k behemoth slime 

EVENT 

— 




-J 



Monster can launch muitipla attacks, in succession, Increases. damage dealt by attache, skills and abilities. 
(3 attacksj 



TRAITS 

CRAFTY FIRE BLATHER 


EH 


Reduces RnamiesfKiFStance lot he B reaih. Has no effed on enemies wJid are imper umus lo Fire Breatti 


CRAFTY DECELERATE 


^Educes enemies' resistance to Oecelerale-type 
magic. Has noeifecton enemies who are impervious 
to DECGtfratff-type magic, 


RESISTANCES 

Frill 

— 

OtHIk 

Immune 

Poison 

5D c -i nesst 

Paralysis 

Immune 

Barg 

— 

Abiliterator 

— 

Drain Manic 

- 

Staeji 

Immune 

Woosh 

- 

Blade Blunter 

— 

Fizzle 

immune 

Sag 

— 

Crack 


FlreBiealh 

- 

Gobsfopper 

— 

Si t> 

— 

Zap 

- 

Ice Breath 

— 

\ Bert Daibsii 

— 

Decelerate 


Zarn 

- 

Whack 

— 

; Confusion 

immune 

Dim 

— 

Slzz 


Dazzle 

- 

Inaction 

immune 

Magical SacoJage 

- 


HOW TD OBTAIN 


SCOUT 


EVENT 


[Lineage! Marean kio a night Clubber: yaaby x giacos 


fim TO OBTAIN 


SCOUT 


SYNTHESIZE 


iioubiback [dear, day;- 


lexamDSes) slime jcswarmpinHpars; slime x hell -hornet 


Pofi&sblfl starting monster 


Frizz 

— Donk 

- 

Poison 

— 

Paralysis 

_ 

Bang 

— Abil iterator 

- 

j Drain Magic 

- 

Sleep 

- 

Woosh 

— Bla-de Blunter 

- 

Fizzls 

- 

Sag 

- 

Crack 

— Fine Brwth 

- 

Gab-stopper 

- 

Sap 

- 

Zap 

— ice Breath 

- 

Ban Dance 

- 

Deaeinraie 

- 

Earn 

— Whack 

- 

Ccmtuston 

- 

Dim 

— 

Siiz 

— Dazzle 

imro une 

tnacliop 

- 

Magical Sahsia^e 

- 
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■; : ¥/y 




RESISTANCES 






POT 

frizz 

_ 

Dm'ik 

— 

Poison 

— 

Parafyste 

- 

Bang 

_ 

AbiHlera'ior 

— 

Drain Magic 

- 

Stop 

- 

Woosh 

_ 

Blade Bltinler 

— 

Fizzle. 

- 

Sag 

— 

Crack 

_ 

Fire Sreath 

_ 

Gotvstopper 

- 

Sap 

— 

Zap 

Vulnerable 

ke Breath 

— 

Ban Dance 

- 

Dncalerate. 

- 

Zam 

Heals 

WJtack 

Immune 

Cwilusion 

immune 

Dim 

- 

Sizz 

- 

Dazila 

- 

Inaction 

- 

Magical Sabotage 

-— 


HOW TO QB1ALN 

SCOOT 

— 

SYNTHESIS 

(Fciuf-bodyj dhculmagua x xenlan k Paramos x ohainirie: dhoulmagus xxenlon xmurdarw x chainiine- 
Ohoulmagus xxenlon x hargon x chaining 

EVENT 

- 



TRAITS 

CRAFTY DONKER m 

Rsducw on emiEiY resistance 1o Dantt-lype inafirc. Has no el feet on enemies who a re I mpervious to 
Dank-type magta. 


TRAITS 

ABLE AMBU5H£R 

Doubles Be chance at launching pre-emptive strikes. 

POISONOUS TOUCH 

Can p-dFSCHT erven les when aliacklny. 


fnzz 

_ 

turn* 

— 

Polsor 


PpF$iygle 

- 

Bang 

immune 

Ahiiiteratoi 

— 

lira”! Magic 


Sleep 

- 

Woosh 

_ 

Bauu L 1 uaftar 

— 

FlzdB 

Vulnerable 

ii? 

- 

Crack 

_ 

f&.mm 

— 

Gobslopper 

- 

: sap 

- 

zap 

_ 

tea EfBstft 

— 

San Dance 

- 

| Decelerate 

- 

Zsm 


Whack 

— 

contemn 

- 

["□im 

- 

£izz 

- 

OiiXe 

— 

Inaction 

— 

1 Kfegici Sabotage 

-— 


Fnzz 

_ 

Dunlc 

_ 

Poison 


Paralysis 

— 

Bang 

_ 

ASiliterartcr 


Crafi Magic 

— 

Sleep 

- 

|/Vodb|i 

_ 

Bide Blunter 

immune 

Fizzle 

- 

Sag 

- 

Crack 

^T" 

Fin BnaaSh 

— 

Eohstnpper 

- 

Sac 

- 

Zap 

_ 

tee Breath 

— 

Ban Dance 

— 

Decelerate 

- 

Zorn 

_ 

Whack 

- 

Contusion 

Immune 

Dim 

- 

Sizz 

- 

puzzle 

- 

inaction 

- 

Magical Sabotage 

— 


HOW TO OBTAIN 


EVENT 


Creamvation (had weather) 


(examples) naming d&vil x crabid; dessanr dem-i>:i a shadow 


HOW TO OBTAIN 

scour 

[Necropolis 

SYNTHESIZE 

(Lineage) restless armor x dancing devil; restless armor x lesser demon; rssttess armor x octariah 
sanity; (example normal] gryphon :< angel slime 
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MONSTER DATA 



MAX stats 


.HP. .. 

450 

• MpY.-.V 

280 

ATtack' 

530 

D+Tense 

510 

AyiJrEy 

240 

Wisdom 

220 


EQUIPMENT 







HYPNOTIST 

eh 



HP 

32 

m. , 

850 

Attack 

520 

Defense 

90§ 

Agility 

3 QO Q 

mm 

480 


TRAITS 

CRAFTY CQNFUSER 

Reduces enemies' resistance to confusion. Has no eltec? on enemies who am impervious te confusion, 


TRAITS 

MFTAL8QDY 

Cuts damage sustained Irom enamy attacks to 1ft 

ESCAPE ARTIST 

attacks strike ail enemies and damage dealt by skirls and abilities increases, 


Woosh 

Crack 


Zap 


pm _ 

Atoitiferaitor 


Ice Breath 


Polsw 


Drain r/iagic 

Fizzle 


Gotstoppei 


Ban Dance 


Ratals 

Stee* 


Gobstopper 




Sap 


Ma#isal satjoiag^ 


Frizz 

ImmunE 

[tank 

Immime 

PoEor-i 

Immune 

Paralysis 

Immure 

Qaiic 

immune 

Abiiitifthy 

immune 

| Drain Magic 

Immune 

Sleep 

liirmurs 

Woosh 

Immune 

Blade Blunter 

Immune 

Fizzle 

— 

Sag 

— 

Grade 

immuiw 

Firs Ewath 

Immune i 

Gibstopper 

Immune 

Sap 


Zap 

Immune 

lea Breath 

Immune j 

Ban Dance 

Immune 

Decelerate 

Immune 

Zam 

immuiie 

Whack 

immune 

CanFusiom 

immune 

Dim 

Immune 

Sizz 

Immune 

Dazzle 

— 

f Inaction 

Immune 

M&grcai Sabotage 

Immune 



HOW TO OBTAIN 

■ HOW TO OBTAIN 

[3D0UT 

TrwpidjtiiNi 

SCOUT 

| Bemusoieum, Neropolis. Metal Menagerie 

SYNTHESIZE 

(examples) dracky x bag o' lawtfis; dracky x slime 

synthesize 

: (Lineage) metal si *ne * metal sllnwa 

EVE Ml 



After 25 communicator battles, a liquid mstsf slime appears in the Holding pen 


LIVING STATUE 


198 


\-10 r '-J3TE?. FAMILY I A RANK 





M AX STATS 

:HP 

m 

Mf 

• rO 

Attack. 

m 

Defense' 

040 

Agility 

370 

Wisdom 

400 



TRAITS 


EQUIPMENT 

s/ 


U' 

✓ 



LUMP WIZARD 


MONSTER FAMILY I E RANK 



MAX STATS 


y rrmm 

BARRICADE 


HP : s=- 

260 

0) P 

350 

Attack 

200 

, Qflfafisff 

530 

.Agiltty 

520 

Wtstfom 

090 


EQUIPMENT 

•Sr B 

SI / 

s/ 



BANGS WOOSH 


CRITICAL MASSACRE 

Doubles, the chance ol landing a critical hit. 

CRAFTY SAPPER 

Reduces Enemies' resistance to sap-type magic, Has no el feet on enemies who are impervious to 
Sap-tyjM magic. 


TRAITS 

HEALTH PROFESSIONAL 

Boosts hauling spall affects wiilia dacmasinj MF consumption. 

CRAFTY MAG EC DRAINER 

Reduces fttiflrife 1 resistance to Drain Magic spells. Has no effect on enemies who ere impervious to 
Drain Magic. 


Frizz 

Donk 

- 

Poison 

— 

PauatysB 


Bang 

AblltErator 

~ 

Drain Magic 

— 

■3l£Rp 

Immune 

Wgo$i 

Blade Blunter 

- 

Fizzle 

- 

Sag 

- 

Crack 

— | Firs Breath 


LjDbstoppE' 

- 

Sap 

— 

Zap 

ice Bream 

- 

Ban Dance 

— 

Decelerate 

- 

Zam 

Whack 

imnufin 

ConPuSran 

— 

i Dim 

— 


Dazzle 

- 

Inaction 

- 

Magmas Sahotaga 

— 



HQW TO OBTAIN 

SCOUT 

Bemuaoleunk (raining) 

SYNTHESIZE 

(exampas; mimic x pink sanplnir dancing fame * dart slime knighi 

EVENT 

- 


SYNTHESIZE 


Cragravatlon (esar) 


Frijti 


dnni 

— 

Poison 

— 

Paralysis 


Bang 

— 

A: (Iterator 

— 

Drain Magic 

immune 

Sleep 

- 

Woosh 

- 

Bade Blunter 

- 

Fizzle 

Immune 

Sag 

- 

Brack 

- 

Fire B-realfi 

— 

Gtibslapper 


Sap 

- 

2ap 

- 

Ice Br&athi 

- 

Bon Dance 

- 

Decelerate 

— 

Zam 

- 

Whack 


Confusion 

— 

Dim 

! - 

Sin 

- 

Dazzle 

- 

inaction 

— 

Magical SaaotagE 

— 


HO W TO OBTAIN 



isamp-tas) imp x chaining dradry x imp 
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MAGIC SLIME 


160 


FAMILY 


wax stats equipment 





TRAITS 

HIT SQUAD gg SSZZIVtEISTER 

Munster can launch m ullrpte attacks Iti succession Boasts Eizz-type magfe if feels w hii g i Etreasi n g 
(2 attacks) MP consumption. 

CRAFTY 3IZZER na 

Red uses enemies' feS istwea 1 u Sizz-ayp-e mag ic 
Has no effect on ensues who are impervious to 
SFZZ-lypemapic. 


RESISTANCES 

Frizz 


Donk 


Ppiscn 

Paralysis 

— 

Sang 

— 

Abililerator 

— 

Draw Magic — 

Sleep 

— 

Woosh 

_ 

Slate Blunter 

— 

Fizzle | — 

Sag _ 

- 

Crack 

— 

Fire Breath 

- 

Gobstapper — 

5Etf _ 

- 

Zap 

_ 

| Ice Breath 

— 

Bin Dance — 

Decelerate 

- 

Zam 

Immune 

: WtiKk 

— 

Cm fusion | — 

pjni 

Immune 

Sizz 

- 

Dazzle 

- 

Inaction — 

Magical Sabotage- 

— 


ROW TO OBTAIN 


■ SCOUT 


SYNTHESIZE 

EVENT 


(eamplesf cytter slime xerazor blade; angg si mn. ;.fecy 


IWALEVOLAMP 



MAX STATS 


HP 

3SK2sk§b?e 

550 

MP ^ 

350 

Alf3C5c 

m 

Defense 

m 

Ability 1 • 

72Q 

WrsijDpi ' 

m mm 


EQUIPMENT 

^ I 



WOOSH & ZAP 


TRAITS 

HIT SQUAD 

Monster cao launch multiple attacks In sutcussioii- (3attacks] 

RABBLE RDUSER 

Can increase tension of all allies at the start of a battle. 




BOLSTERER 


TRAITS 

FRIZ2MEISTER 

Boosts Fnzz-tyue magic uTffrfris while decreasing MP Gocisvinptim 

CRAFTY FR1ZZER 

Fauces enemies' resistance to frizz-type magre, Has no effect vn enemies who are Impervious to 
Frlu-lype magic. 


RESISTANCES 

frizz 

Mania 

DJHrk 

- 

Poisbn 

- 

Paralysis 

- 

Bang 

— 

Adulterator 

- 

Diui Magic 

— 

$le«P 

— 

Woosh 

_ 

Bade Blunler 

— 

Fizzle 

— 

Sag 

- 

Crack 

Vuterable 

fire Brealh 

Heate 

Gohstepper 

— 

Sap 

— 

Zap 

'll 

fee B-T&atts 

Vulnerable 

Ban Dance 

- 

Decelerate 

- 

law 

— 

Whack 

— 

Comusion 

- 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magmaa Sabotage 

- 


HOW TO OBTAIN 


SCOUT 

Necropolis (day) 


SYNTHESIZE 

! Lineage; flm hand xfirebird; (examples) nwcha^myfiah x yabby tfanrirm flame xyabby 


EVEN^^^ 

- 

-J 


MALROTH 


259 


.'t - 1 MONSTER FAMILY I § RANK 


MAX STATS 


HP 

1200 

MP 

960 

Attack' • 

~690 

Defense 

930 

.Ability 

650 

Wisdom 

1190 



TRAITS 

HIT SQUAD WVE BI& HITTER 

Moirsto r can tau nch multiple attacks lra succession. (nereis damage deal? tty alias Ira, skliIs and abl litres, 

(3 attacks] 


HEALTH PROFESSIONAL 

Boosts healing spell ellecfe while decreasing 
MP cunsumplion 


SLEEPY TOUCH 

Can put enemies (o steep with a^uEeessiul attack. 


resistances 

1 Frizz 

— 

Doni 

— 

Poison 

- 

Paralysis 

- 

Bang 

_ 

Abiliterafor 

— 

Drs ti Magic 

- 

Sleep 

- 

Wuosh 

_ 

Biadu Blunter 

— 

Fizzle 

— 

Sag 

— 

Crac* 

_ 

Rre Breath 

— 

GobstoppEt 

- 

Sep 

Immune 

Zap 

Immune 

Ice Breath 

— 

Ban Dance 

— 

Decelerate 

— 

Zam 

_ 

Whack 

— 

Comusipn 

- 

Dirn 

— 

Sizz 

- 

uaiilu 

- 

inaction 

- 

Magical Sabotage 

— 

[how to OBTAIN j 

SCOUT 


SYNTHESIZE 

'‘examples} icing kelp x. aguestrlan nlafliefar- dancing name x merman 

F'CTT 

Chants encounter with Dragon Qires Vi 


RESISTANCES 

frta 

— 

Bonk 

— 

Paisou 

Immune 

Paralysis 

ImmunB 

Dang 

— 

Atj^turatiii 

— 

Drain Magic 

— 

Sleep 

Immune 

Woosh 

Vulnerable 

Blade Bfenter 

— 

Rule 

- 

Sac 

- 

Cjatk 

— 

FirE Bnflilh 

— 

Gabs,1apper 


Sap 

- 

Zap 

_ 

fee Breath 

— 

Ban Dance 

- 

Decelerate 

- 

2;‘liTi 

Heals 


Immune 

Confusion 

Immune 

Dim 

- 

Sizz 

— 

Dazzle 

- 

inaction 

Immune 

ylagrcaf Sahotage 

— 


HOW TO OBTAIN 

-SCOUT 

- 

SYNTHESIZE 

{Lineage - ! har^on x khalamarl; hargon x buffalogre: hargon x Irving -siaiue 


“ 

































































































































































MONSTER Dim 












MARQUIS DE LEON 


ft RANK- 


MAX STATS 


HP 

1240 

MP . 

40 D 

Attorjk 

m 

■Meiisfl.. 

820 

Ability 

580 

Wfstfom 

510 




EQUIPMENT 

US / 1 



MECHA-MVMAH 



MAX STATS 


RH 

BANG A S1ZZ 


HP 

500 

W:y- 

400 

fat^tiaaa 520 

SfffSSSSH 790 

Agjttty ■ 

4601 

W&ttp[Tl 

^360| 


EQUIPMENT 

W\ v : 




BIRO BRAIN 


TRAITS 

HIT SQUAD 

Monsler tan launch multiple attacks In succsssion. 
(3 ailatks) 


KH3 


BIG HITTER 

intraa&BE damage deali by atlB-chs, skills and abilities. 


CHAFTY CRACKER 

Reduces enemas* resislance lo Crac^-5ype maple. 
Has no oilect on anEmies who are impervious to 
Crack-type magic. 


TRAITS 

ARTFUL DODGER 

Dan bias th* chance of sv*di-ng enemy attacks 

FAST LEARNER 

Experience points received after a battle are increased bylD'V,. II multiple monsters in the team pose-ess this 
Insit, This percentefle will Increase. 


RESISTANCES 

Fr'ix 

— 

Donh 

Vulnerable 

Person 

— 

Paralysis 

— 

Bairg 

- 

A&Hlterator 

- 

Drain Mag ic 

- 

Sleep 

— 

Woosh 

- 

Blade Banter 


Fizjle 

- 

Sag 


Crack 

- 

f ire Brealh 

- 

JaDOstnppfl 1 

Immune 


— 

1% 

- 

Ice Breath 

— 

B;m Dance 


Decelerate 

_ 

2am 

— 

Wrack 

Immune 

Confusion 

— 

Dim 

_ 

Siiz 

Heals 

Dazzle 

- 

Inaction 

- 

Magicai Sabotage 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

[Lineage) butfaiDgre x mohawkar 

! EVEMT 

- 


Tritf 

— Dor* 

— 

Parson 


F^ratj'SiS 

_ 

Bang 

— 

. Ahlsterstef 

— 

Dram Magic 

— 

Sleep 

_ 

Woosh 

- 

Blade Blunter 

— 

Fizzle 

— 

Sag 

— 

l£!2EL 

- 

fire Breath 

— 

Gobstopper 

- 

Sap 


Sap 

- 

Ice Breath 

— 

— : J 1 

Ban Dance 

- 

Decelerate 

— 

Zam 

u 

Wtrack 

Immune 

Confusion 

- 

□ini 


Sizz 

p 

Dazzle 

- 

Inaction 

imrnuna 

Magical Sahotage 

— 



HOW TO OBTAIN 


SCOUT 


CragnivElnn (dear), Samusoteum jrpQhp 


; svr*THE&i;?E J tramples) aoi? golem x one; cancme flame * an g el shme 

I EVENT 



TRAITS 

CRITICAL MASSACRE 

Doubles the chance oi landing a crilinal hit 

PARALYSING 

MonS-ter may in Riel pa ralysis on anem les upon Hei ng attacked. 


TRAITS 

ARTFUL DODGER 

Doubly |ha chants nr evading enemy attacks. 

MAGIC REGENERATOR 

Mcfisior recovers a little MP each time ft acts in. battle. 
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HP ; : 

400 

W : . 

300 

AftWfc 

■■■^ 

/Defense ' 

4 BO 

Agd!rfy 

3 SO 

VVisrtpm : 

500 


TRAITS 

SIZ2MEISTER 

Boosts Sraz-iype magic aflactE while decreasing MP cunsirnipfon 

POISONOUS TOUCH 

Can poison enena&s when attacking. 


RESISTANCES 

Frizz 

- 

Honk 

— 

Poiewi 

- 

Paralysis 

— 

Bang 

— 

Ah ilite rater 

- 

Dram MagF5 

- 

Sleep 

- 

Woosh 

Immune 

Blade EJMIer 

- 


— 

Sag 

— 

Crack 

— 

Fire Breath 

- 

Gobstopper 


Sap 

- 

Zap 

— 

Ice Breath 

- 

Ban Danes 

— 

Daoslerg.fi: 

- 

Zam 

— 

Wlvart. 

- 

Contusion 

— 

Dim 

- 

Sizz 

imnftine 

Dazzle 

Immune 

Inaction 

- 

Magical Sabotage 

— 

[how to obtain 

1 SCOUT 

l wepmatian (raining) 

: SYNTHFSlZF 

(examples) hEll hnrnat x argon lizard: swamrlroopers x Jiealslime 

nsr~ 

- M,j 


METAL DRAGON 

liSB 


C RANK;' 



MAX STATS 


EQUIPMENT 






ASSASSIN 


TRAITS 

PERILOUS PARHlEfl 

Monster will usual y sustain more damagt, bus will occasionally lake none. 

CRAFTY BLADE BLUNTER CP 

Hedyce-S. efT&mias resistance la Blade Blwtw. Has no affect m enemies who are impervious to Blade Blunter. 


Frizz 

— 

Donk 

— 

Poison 

- 

Paralysis 

- 

Bang 

— 

Ab-ililfl rgtpr 

- 

Drain Magic 

- 

Steap 

- 

Wnosh 

— 

Blade Blunter 

- 

Fizzle 

- 

H 

— 

Crack 

— 

Fine Sregth 

— 

GohelCfipar 

— 

Sag 

- 

. Zap 

— 

loo Breath 

- 

Bari: Dance 

— 

DecKEfate 

— 

Zam 

— 

Whack 

immune 

Confusion 

— 

Oho 

— 

S(Z2 

- 

Dazzle 

- 

Inaction 


Magical Sabmpg* 

immune 


HOW TO OBTAIN 


SCOUT 


iLineage) red dragon * matal slime knight; re<l dragon s hunter mech 


TRAITS 

CRAFTY ABlLITERATOft 

Raducea efiBatnes 7 resistance io At^.taratpr- Has no eltect on enemies are impervious to ADilileraiot. 


RESISTANCES 



■1 

MH 

Frizz 

- 

Dwi* 

- 

Poison. 

- 

Paralysis 

- 

Bang 

- 

Afjifitsralor 

— 

Prain Magic 

— 

Sleep 

— 

Woosh 

~ 

Bade Blunter 

— 

Fizzle 

— 

Sag 

- 

Crack 

~ 

Fire Breath 

Vulnerable 

GntraEdppfir 

- 

Sap 

— 

Zjp 


tee Breath 

— 

Han Darns 

— 

Decelerate 

— 

Zam 

~ 

Whack 

- 

Confusion 

— 

Dim 

- 

Sizz 


Dazze 

Immune 

inaction 

“ 

Magical Sabotage 

— 

[ HOW TO OBTAIN 




&COUT 

IJrashure .dcaij 

SYNTHESIZE ' 

[examples) bodkin archer x hackasaurus; night fimperor x dTagcn slime 

EVENT 

1- --- 


METAL KAISER 
SLIME 



A.iV-XK. 



MAX STATS EQUIPMENT 



TRAITS 

METAL BODY MM EARLY BIRD 

Cuts damage sustained from enemy attacks to 1/3. Monster will aitack flret In battle. 

BIG HITTER MM rjM,D 

I ncraases damage dealt by attacks, skills and ah ill ties. Monster can occasionally become excessively timid 

and refuse to ac t. 


frIZi 

Immune 

PQnk 

Immune 

Person 

immunfl 

Paralysis 

Immune 

Bang 

Irftiflufl* 

Abiliterasor 

Immune 

□rain Magic 

Irnmurtfl 

Sleep 

immune 

WOflSli 

Immune 

Blade Blunter 

immune 

Fizzle 

— 

Sag 

— 

, Crack 

Immune 

Fire Breath 

Immune 

SebatopsKF 

Immune 

Sap 

“ 

;Sap 

inimime 

lea Srwih 

km muon 

Ban DaTwe 

Immune 

Decelerate 

Immune 

Zam 

Immunu 

Whack 

Immune 

ijgnlosicn 

Immune 

Dim 

Immune 

Sin 

immune 

Dazzle 

- 

Inaction 

immune 

Magical SatKi W 

Immune 


HOWTO OBTAIN 


(Four-trodyl uidal slime x metal slime x metal slime kjii&ht * liquid metal gime 
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METAL KING SLIME 



MAX STATS 


HP 

56 ; 

m 

.MP,;. , 

999 1 

Bn 

Attack. • 

Defense 

“650 

999 

if 

Afliliiy • 

Ijlll 

910 

155H 

B 


EQUIPMENT 


</ 

V 



BANG & CRACK 


TRACTS 

METAL BQDY 

Cuts dames? su&lainGd from enemy attacks to 1/3. 

ESCAPE ARTIST 

Monster will always be shteto Use from a battle. 


Frizz 

Immune 

{Junk 

Immune 

Poison 

Immune 

Paralysis 

Immune 

Gang 

immune 

Abiliteralor 

Immune 

Drain Magic 

immune 

Sleep 

Immune 

Woosh 

tmmmte 

fiade Blunter 

Immune 

, Fifz% 

- 

Sag 

- 

Crack 

Immune 

Fire Breath 

immune 

Gchstopper 

Immune 

Sdp 

- 

zap 

Immune 

|ge Breath 

Immune 

Ban Dpsice 

Immune 

Decelerate 

immune 

Z3TI 

Immune 

Whack 

immuire 

: Confusion 

immune 

Dim 

Immune 

Sizz 

Immune 

Dazzle 

— 

Iruclian 

tmimma 

MagicaJ Sabotage 

Immune 


METAL SLIME 
KNIGHT 


mx STATS EQyiPMENT 





HOW ID OBTAIN 

SCttUT 

— 

SYNTHESIZE 

— 

EVENT 

Add 150 types of monsters to the holding pen ead a metal king slime appears In the twsding pen 


DARKUGHT SLASHES 


TRAITS 

GQUHTERSTRIKEfl 

MOn&tW may launch acDuntepattatk whim ^itaclsjed. 

CRAFTY PARALYSER 

Reduces B'lKinies' resistance la paralysis. Hbs nt> efiecton enemies vitoerc impervious 1* paralysis. 


11 METAL SLIME 


B 


MAX STATS 


W-'-h 

18 

MP 5} 

710 

§|§| 

48C 

Qei'ertse. 

999 

Agility 

"999 

Wisdom 

460 


EQUIPMENT 


I ^ 


■ >/ 

I ^ 



SUMER 


TRAITS 

METAL BODY 

Cats damage a usl ei ne d from enemy attacks 10 V3 

YELLOW BELLY 

Monster may occasionally Mcame tlustered and unable to act 


RESISTANCES 


Frizz 

immune 

Dank 

Immune 

Poison 

Immune 

Paralyse 

Lmmuna 

Bang 

immune 

Atnllteiatpr 

immune 

Drain Wlagis 

Immune 

Sleep 

Immune 

Wfaosh i 

Immune 

Blade Blunter 

Immune 

Rzgkg 

- 

si 

— 

Crack 

tmmtine 

Fire Breath 

Immune 

GoSsfapirer 

immune 

Bap 

- 

Zap 

Immune 

leg Breath 

linmune 

fon Dance 

Immune 

DKeijarata 

Immune 

2am 

Immune 

Whack 

Immune 

Confusion 

immure 

Dun 

Immune 

Sill 

Immune 

Dawle 

— 

frlSNjtto 

Immune 

Magical Sabotage 

immuw 



ROW TO OBTAIN 



_ 

SCOUT 

(rare apperances in each zone) Iceok&tion: cragrauatior; Unshor'S; Bamusoieum; Meisi Menagerie 
TreepidflttHt; Dbubtback 

SYNTHESIZE 

— 


- 



HP 

630 

MP 

400 

Attack■■ 

600 

Deteirse ■ 

680 

.Agfirty 

'660 

Wisdom 

420 




NIGHTMARE 

Fffl 


TRAITS 

CRITICAL MASSACRE 

Du dbics the chs nee of tan ling a c r tical h it 

protalentscout 

Scout gangs will he boasted considerably when a show of strength is launched. 


RESISTANCES 


Fria 

— 

Donk 

- 

| Phlson 

- 

Paralysis 

- 

Bong 

— 

AbMileraLtir 

- 

Drain Mag^ 

_ 

Sleep 

— 

Wcdsn 

— 

Blade Blunter 

- 

F37fe 

— 


— 

Crack 


Fire Hra&ih 

- 

Gobslopper 

— 

Sap 

- 

Zap 

— 

Ice Rreath 

- 

Ban Dana 

- 

Deceierau 

- 

Zam 

- 

Whack 

— 

, Confusion 

- 

Dim 

- 

: SizZ 


Dazzle 

— 

inaciion 

— 

Magical Sabotage 

— 


HOW TO OBTAIN 

SCOOT 

- 

SYNTHESIZE 

(examples) behemoth slims x phantom tencer: ange: slime a llrn fiend 

EVENT 

“ i 


RESISTANCES 


Frizz 

— 

BMK 

— 

Poison 

- 

Paralysis 

- 

Bang 

— 

Abillt&rafor 

- 

Drain Magic 

- 

Steep 

— 

Wweh 

— 

Blade Blunter 

- 

Ftzrte 

immune 

Sag 


Crack 

— 

Fire- Breath 

- 

Gohslopper 

— 

Sap 


Zap 

— 

Ice Breath 


Ban Donee 

- 

Decelerate 


22 m 

- 

Whack 

Immune 

Confusion 

— 

Cirri 

— 

Siz7 


Dazzle 

i- 

Inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

Ftecf&ptfis 

SYNTHESIZE 

iLineagel cannlbox t golem 1 fesitmpteS-) inscha-mynah x etheraa.1 ^eipaol. docking hame > grim rider 


- 
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TRAITS _ 

PSYCHO m 


Altovs monsters to psyche up in, battle. 



| C hank 


MONSTER FAMILY 


MISSING LYNX 


MAX STATS EQUIPMENT 


TRAITS 

GRAND SUMMER 

Attacksstrike all enemies and damage dealt by skills 
and a&iwres ingnsases. 


imposing 


The monster's Imposinn pmsance tan inmlfltiliise 
enemies Jt the start of a baitta. 


ldotist 

The chance of receiving Items afier a battte is increased If multiple iftonttw * vie team possess inis trail, 
this chance will Increase furlher. 


CRAFTY WQQSHER 

fledtices enemies' resistance to Woosh-type magic, 
lias no effect qn enemies who am Impervious to 
Wodsh-type magic. 




MAX STATS 


-^ 


WHITE KNIGHT 


TRAITS 

CRITICAL MASSACRE 

Douhias me chance of landing a critical hit. 


'(UnaggB} frullalggTB a -wild srlme: buHaingra v g^at sabnnat: buflalanre x hone baron 


SYNTHESIZE 


MONSTER FAMILY 


RESISTANCES 


HP 

; m 

mp 

330 

Attack 

770 

Detent 

850 : 

Agility 

420 

Wisdom 

&2D 


, Fri/.r 

j 

Donh 


ipolsbi) 

- 

Paralysis 

— 

[Bans 

_ 

Abgiterator 

- 

Drain Ma^iC 

— 

Sleep 

Immune 

Wossh 

_ 

El.ido Blunter 

” J 

Rule 

- 

Sag 


Crack 

_ 

Fire Bream 


SntratoppE' 

— 

Sap 


Zap 

_ 

Ice Bream 

_ 

Ban Dance 

- 

Decelerate 

— 

iam 

_ 

Whack 

immune 

Gontosion 


Dim, 

— 

S-IZ3 


Dazrfe 


inaci 


Magical Sabotage 

— 





















































































































































































MONSTER DATA 




MAX STATS EQUIPMENT 


HP 

840 

MP 

44D 

Attack 

BOO 

Defense' 

BIO 

AgliiJy ... 

500 

WisttoJtt 

600 








crack a mz 


TRAITS 

PSYCHO 

Ail-aims monsters (o psyche up I FI bitltlu. 



SIZZMEISTEFI 


Coasts Sizz-type magrc>vHifce Pe£ teasing MPflOflskimptlO'n, 


288 

i._ _j_ 


MORTAMOR 



7? MflNSftH. FAMILY R X RANK 


SIZE 


MAX STATS EQUIPMENT 





TRAITS 

HIT SQUAD 


SiG HITTER 


Monster can launcl! multiple attacks in succession. Sngrpasas damage dealt by altacks, skills and abilities, 
(2 attacks) 


MAGIC REGENERATOR 

Motvsler recovers a lulls MP each time it acts 
in battle. 


RESISTANCES 

Trtaz 

- 

Donk 

— 

PocsDd 

hmntifle 

Paralyse 

rmmune 

Bang 

- 

Abililcratn; 

— 

Drain Magic 

- 

SfHD 

Ipimuns 

Wnosfi 

- 

Blade Bl inter 

Vulnerable 

Fizzle 

— 

Sag 

— 

Crack 

- 

Fire Brealli 

Immune 

Gobstoppe* 

— 

Sap 

— 

Zap 

- 

Ice Brtafr 

Immune 

Ban Gance 

- 

Detsierate 

— 

Zam 

- 

Whack 

Emmune 

Cofliuston 

mumune 

Dim 

- 

SIz: 

- 

Dazzle 

— 

inaction 

immune 

Magi cal Sabctisc 

— 





HOW 1 a OBTAIN 

SCOUT 

— 

SYNTHESIZE ; 

[UncagE'i nimio x bS tark 

P.'tM 

- 



Monster can launch multiple attacks in succession increases damage dealt toy attacks, skills and abililies. 
(2 attacks) 



TRAITS 

CRAFTY ZAPPER gEfl 

Reduces enemies' rasistanc? ta Zap-lype magic. Has r,a effect an enemies who are impervious t& 

1 % Hype magic.. 


PARALYSING TOUCH 


HECKLING HECTOR 


Can paralyse enemies when attaching 


'A'hinn an enemy's tension Increases In barns, air fees' 
tension win atriomaifeatly decrease. 


RESISTANCES 

Frizz 

— 

Dim* 

— 

Pnistfr, 

- 

Paralysis 

- 

. Bang 

- 

Abllaerafe' 

- 

Drain Magic 

- 

Sleep 

- 

Woceh 

- 

BlMfe Blunter 

Vulnerable 

Fizzle 

- 

Sag 

- 

Craek 

— 

fire Breatr 

— 

G&frstoppar 

- 

Sap 

- 

Zap 

- 

Ice Breath 

Immuee 

Ban Dance 

- 

decelerate 

Immune 

Zam 

- 

Whack 

immune 

Contusion 

- 

Dim 

1 

; Sizz 

- 

Dazde 

- 

Inaction 

- 

Magical Satrataae 

- 



HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(LEnaaga) dvErkilling michmfc )s Dual □ uelfers; dvnrkilNng Tiilthirle y Thomtlfe; Overkilling mdthinc X 
Dorsal Rand; overkilling uacsinn * Exorsus 

EVENT 

— 


150 









































































































































































RESISTANCES 


Friw 

Vulnerable 

Dank 

- 

Poison 

- 

Paralysis 

- 

Gang 

— 

Abililerator 


Drain Magic 

- 

SlMp 

- 

Wfwsh 

— 

Blade Blunter 

— 

[ Fizzle 

- 

Sag 

- 

Ctwk 

— 

Fine Bnsflfch 

— 

Gobstopper 

- 

Sap 

- 

Zap 

— 

Ice Breath 

- 

| Ran Dante 

- 

Decelerate 

- 

zam 

Siz? 

— 

Whack 

- 

Contusion 

- 

Dim 

- 

- 

Pa/zle 

IrnmunE 

. 

inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


SCOUT 

Tneepidaliofl 

SYNTHESIZE 

lEKamplaa) bag o' laughs x platyponk: inis&hifivous mole v slump chump 


— 




TflAITS 




TRAITS 

BANG MASTER 

Bang-type naglc «1 feels ion ile decreasing MF cnnsumpllon. 


RESISTANCES 


Frizz 

— 

. DQJik 

— 

Poison 

. 

Paralysis 

— 

Bang 

— 

Abiliteratar 


Drain Mngic 


Sharp 

- 

Woosh 

- 

: lilane Blunter 

— 

Fizzle 

— 

t*5r" 

— 

Crack 


Eire Breaih 

— 

Gobstoppe* 

- 

Sap 

- 

- : P 

— 

lee Breath 

- 

Ban Dance 

— 

i Decelerate 

immune 

Zam 

— 

j Whack 

— 

' Contusion 

— 

J Dim 

Vulnerable 

Sizz 

- 

Dazzle 

- 

inaciieri 

- 

Magical Safroiaga 

- 


HDW TO OBTAIN 


SCO UT ~F- 

=YNrHL'£l2£ : Lineage] j u rn n Material Family: bat a Mase rial Family; Wf\ *. Material Family 

EVENT }— 


resistances 






frizz 

- 

Donk 

— 

Poison 

- 

Paralysis 

- 

Bang 

- 

AJjiliterater 

- 

Drain Magic 

- 

Sleep 

immune 

Woosh 

— 

Blade Blunter 

- 

Fizzle 

- 

Sag 

- 

Crac* 

!— 

Fine Breath 

- 

Gobslopsar 

- 

Sap 

— 

Zap 

- 

!«j Breath 

- 

Ban Dance 

— 

Decelerate 

- 

Zam 

- 

Whack 

immune 

Contusion 

- 

Dim 

- 

Sizz 

- 

□anta 

- 

inaction 

_ 

Magical Sabotage 

— 1 


HOW TB OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(EDur-tMdy) jum s boe unnimsr boll 

EVENT 

- 


151 


MONSTER BATA 






































































































































































MONSTER DATA 


MUMMY BOY 


E9 


: £ RANK- 

pgrrrfjfc * 





MAX STATS 


HP 

560 

W 

240 

■ 


Attack • 

516 

Defenso 

560 

Aiiil'y 

360 


220 


EQUIPMENT 


m- 


>/ 


GRAVEHEART 


TRAITS 

SLEEPYTQUCK 

Can put «n«mi4s to &leep with a % a &ses.s mi aitwlc 



-•.V 1T^ 

-2: . ^I>C:r 


NIURDAW 



256 


g&Jtf( 3 ftl 5 TtR FAMILY 


MAX STATS 


HP . 

77D 

;MP 

940 

fittsck 

690 

Defense 

760 

Aqtfiiy 

22Z 

Wisdom 

040 



TRAITS 

CfiACKMEESTER 

Boosts Crack-type magic effects while decreasing 
MP ccnsumption. 


CRAFTY SLEEPER fETj 

Reduces enemies' resistance to sleep. Has no effect 
on enemies who are impervious to Sleep 


GRAfTY ICE BREATHER |ffj 

Reduces enemies' resistance tn lee Breath. Has ib 
effect on enemies who are impervious to Ice Breatr 


RESISTANCES 

Frizz 

- 

Drink 

- 

Poison 


Paralysis 

— 

Sang 

- 

APiliLsrdor 

— 

Dram Magic; 

, 

Sleep 


Woosh 

- 

Blade Blunter 

- 

Fizzle 

j 

Sag 


firae* 

Immune 

Fire Eraath 

— 

Gobstopper 

p ■ ■ a 

Sap 

- 

Zap 

- 

les Breath 

- 

Elan Dance 

- 

Decelerate 

- 

Zam 

- 

WlIKk 

immune 

Confusion 

- 

Dm 

- 

Slzz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage: 

- 


NARDRAGON 



TOUTS 

PSYCHO 

Allows mcnsters (o psyche up In Pattis 

CRAFTY IHACTIVIST 

Reduces enemies' resistances missing a turn. Was no of lac t an enemi&s whn are reistant to missing a turn 


HOW TO OBTAIN 


WENT 


UftSRQO Ml 


(Lineage)komodo x Material Family 


HOW TO OBTAIN 

SOGL/T 

Bsmusoiisum (night) 

SYNTHESIZE 

(examples} flrohl dro« n hasdoo voodoo; droll drone x dracky 

EVENT 

- 


MAX STATS 

EQUIPMENT 

m 


1. ✓ H ✓ ^ 

irju 


3HHB !B3j353% 

jllgTir 

H M 



m y LISMfl 


Kaga 100 

$8k MAHTYR 

m 


IEH1 


RESISTANCES 

Frizz 

- 

Orwtk 

- 

Rni&ju 

- 

Paralysis 

Vulnerable 

Barg 

- 

Abilitfirartor 

Immune 

Drain Magic 

- 

Sleep 

- 

Woosh 

- 

Blade Blunter 

- 

Fizzle 

- 

Bog 

- 

Crack 

- 

Fire Srwth 

- 

Gobstopper 

- 

Sap 

— 


- 

ice Breath 

- 

San Dance 

- 

Decelerate 

- 

r 

lam 

— 

WhatFc 

- 

Contusion 

— 

Dm 


Slzz 

- 

OlZJlS 

- 

r-— ■■ ■ ■ | 

Inaclton 

- 

Magical Sabotage 

- 


FriiZ 

- 

Donk 

- 

Poison 

- 

Paralyse 

- 

Bang 

- 

Abiliterator 

- 

Drain Magic 

Vulnerable 

Sleep 

— 

Woosh 

” 

Blade Blunter 

— 

Fizzle 

— 

Bag 

- 

Crae* 


Fire Breath 

- 

Gobstgpper 

Immune 

Sap 

— 

£ap 

— 

let Breath 

- 

Baa Danse 

— 

Decelerate 

— 

Zam 

Immune 

Whack 

Immune 

Confusion 

— 

Dim 

— 

Si if 

— 

Dazzle 

- 

iiadton 

- 

Magical Sabotage 

H 


HOW TO DfllAtN 


(Lineage) biorn x night clubber 



MAX STATS 


w 

660 

fop 

570 

Attack 

7fl0 


720 

Agility ■ ' 

750 

Viisdcrn 

610 


EQUIPMENT 

V' 



REAPER 


TRAITS 

TACTICAL TROOPER 

Monster will carry cut an action once or twice In a row whan nol given specific orders. 

IMPOSING 

The monster's imposing presence can Immobilise enemies at ihs start of a battle. 


T r cz 

vulnerahJfl 

! Donk 

- 

Poson 

— 

Paralysis 

Vu nerablfl 

Bang 

— 

; Abiiitetatpr 

— 

! Drain Magic 

— 

Bleep 

- 

Woosn 

- 

Glace Blunter 

- 

Fizzle 

— 

Sag 

Immune 

Crack 

Immune 

Firfl Sneaih 

— 

Sobssopper 

- 

Sap 

Immune 

Zap 

— 

! lea BrflHih 

— 

Ban Dance 

— 

fterallerale 

— 

Zam 

- 

Whack 

Reflects 

Confusion 

— 

D<m 

— 

Sizr 

- 

Dazzle 

- 

motion 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


SCOUT 

SYNTHESIZE 


Atier 20a common iciticn battles. every to communication battles offer a twarti There is a smefl 
chance of nsrossJinw being ms ma rtl- 
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CHAPTER 



TRAITS 

LAST WORD 

Monster will attach Las! In battle. 

GIANT KILLER 

Monster tan deal heavy damage to larfje monsters 



hp : ; 

570 

m 

! 5£0_ 

Attach 

HJiT 

Defense 

530 

Agility 

| 260 

Wtsdofti 

UL 


TRAITS 

ARTFUL DOGGER 

Doubles thB chance o f ayaflng, cm my attacks. 

crafty sleeper 

Ftecmcas enemtes 1 resistant* to sleep. Has no grtect on enemies who are impervious to sleep. 


Ffhi 

SHH 

Dunk 

Immune 

Poison 

- 

Paraty&iS 

- 

Bang 

_ 

Abiliterator 

_ 

Crain Magic 

- 

5l!8p__ _J 

- 

Woosh 

~ ! 

Blade Blunter 

— 

I Fizzle 

— 

Sag 

— 

Crack. 

_ 

Fire Breath 

— 

Gubstopper 

- 

l*P- ■ ■ 

— 

Zap 

_ 

—-- 

Ice BTestft 

— 

Ban Dance 

- 

Decelerate 

— 

Zam 

_ 

Wtiac* 

Immune 

; Confusion 

Immune 

Dim 

— 

| £iza 

- 

i Dazzle 

- 

Inaction 


Magical Saaotige 



HOW TO OBTAIN 


SCOUT 


(Uncage) boas troll x frou-frou:: lass troll x pazuzu 


1 NIGHT KNIGHT 


ISSmo.^tertamilv ■ A iftKK 





SIZZ& ZANl 




TRAITS 

METAL0EATER 

DaiTOflfi Infilcted on enemies with metal bodies will Increase lty l point 

FLY SWATTER 

Preiianls enemies 1mm e^ng Artful Dodger. 


Friz: 

SB 

Otfik 

■BB 

Immune Poison 

HI 

Paralysis 

_ 

Bang 

| 

Alillrteralor 

Drain Magic 

— 

Sleep 

Immune 

Woosh 


Bade FHunfter 

— Fizzle 

- 

Sag 

— 

Orach 

_ 

Fira Bfeatti. 

Dobstapper 

- 

SaP. 

- 

ap 

_ 

Ice Breath 

ftan DancH 

- 

Decelerate 

- 

Zam 

_ 

V^hack 

Confusion 

— 

Dim 

— 

Eiz£ 

— 

Dazzle 

— Inaelwri 

- 

Magical Sabotage 

— 






scour 

Cm^ravation (dear) 

SYNTHESIS 

(examples! teeny sanuUtei ^ snail silmg; mischievous n<j*E * dancing ite'.'.l 

2 



RESISTANCES 


Hi 



Frizz 

„ 

Ttonfc 


Poisim 

— 

Paralysis 

— 

Bang 


Abit iterator 

_ 

Drain Ma0£ 

— 

Sleep 

— 

Woosh 

_ 

Hade Blunter 


Fade 

- 


Immune 

Crack. 

Immune 

Fire Breath 

— 

GobslOpp«r 

- 

Sap 

- 

Zap 

„ 

lea Wreath 

immune 

Ban Dance 


□afiolerate 

— 

Zam 

_ 

Which 

_ 

Con-u&on 

- 

Dim 

- 

5«z 

p 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 1 



SCOUT 

1 ~——- 





TRAITS 

DOUBLE TROUBLE pH BIS HITTER 

Wo nster will act twice in siiccosjIoei when nerr g ven I ntrwsas damage dealt fcy attacks. skills and abilities. 

Specific orders 


DISRUPTIVE WAVE 

Disruptive. Wave may be launched afltofltyllcalty 
during battles. 


CRAFTY SAPPER 

Reduces enemies' resistance to Sap-type maeld. 
Has no eftett mi Mercies who ere impervious io 
Sap-type tragic. 


RESISTANCES 


Fre? 

_ 

Donk 


Poison 

Immune 

Paresis 

Immune 

Bang 

— 

Abflinratbr 


Drain Maigit 


Sleep 

Immune 

Woosh 

_ 

Blade Blunter 

- 

Ftzzla 

- 

Sm - 

- 

Crack 


Hre Breath 


GobstoppHr 

— 

San 

VulnerWie 

Zap 

_ 

lea Grezfin 

— 

Ban Dance 

- 

Decelerate 


Zam 

Heals 

Whack 

Immune 

Confusion 

Immune 

Dim 

— 

Sizz 

j— 

Daste 

- 

Inaction 

Immune 

Magical Sabotage 

— 


■■HI 


HOW TO OBTAIN 

SCOUT 

_ 

SYNTHESIZE 1 

(Lineage) baramns x fcfialamarr biramoa x drakularf 
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MONSTER DATA 



























































































































































































































MONSTER DATA 


154 





BOMBARDIER 

toe 


TRAITS 

ABLE A MB USHER 

Doubles the chance el JauncbiiK preemptive strikes. 

CRAFTY BANGER 

Reduces enemas' tesistenite 10 Bany-iype ma$it. Has no Efiect cm feiwinies who are impervious io 
Ba^ig-lype mafllc. 


NOKTURNUS 


292 


■ MONSTER-FAMILY I X RANK 



MAX STATS 


HP 

330 

MP 

400 

Attack 

370 

Defense 

320 

Agility 

700 

Wisdom 

740 


EQUIPMENT 



#W P 
H 




CRUSADER 


HH 


TRAITS 

KIT SQUAD 


CDUNTERSTfilKtR 


monster car lunch multiple attacks In succession, Monster may launch a counterattack when attacked, 
j 3 attacks) 

intimidating 


Can intimidate enemies end immnbilj&c them at the 
atari nt a batlte. 


RESISTANCES 







Frizz 

— 

DDnS? 

_ 

foisorr 


Paralyse 

- 

Bang 


Ablliterater 

- 

r • 1 - • 

JlrainMagfe 

— 

$lwp 


Woosh 

— 

31 me' 

— 

finli 

— 

Shi 

- 

Crack 

— 

Fife Breath 

inrnuiw 

‘Sobscopper 

Immune 

Sap 

- 

Zap 

— 

Ice Breaih 

— 

Ban Gance 

- 

Decelerate 

— 

Zarti 

— 

WJ ach 

— 

Codfdstoe 

— 

Dim 

immune 

Slzz 

- 

Dazzle 

1 

In-acli-an 

- 

Magical Sabotage 

- 


NOTSO MACHO 


154 


V MONSTER FAMILY I g RANK 


MAX STATS EQUIPMENT 



HP 

740 

MP 

220 

Attack: 

650 

Defense 

670 

Agility 

340 

Wisdom 

340 



$w m 


BERSERKER 


HOWTO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(examples) ar|u«triani glac-iator i drapn slime: barracuda k merman 

EVENT 

Chance encounter with Drapcm Guest VI 


TRAITS 

CRAFTY A&IUTERATOR gfjTl 

Reduces enemies' rc&istwipa te Afailiterator. Has tid eHebt on enemies who arc Impor vteuE to Abilsteratof. 

CRAFTY BLADE BLUNTER KTE1 

Reduces enemies' re&i&ta ups tc- Btede Blunter. Has no Etfsct nnaflefflies wtei ars imperyJous 'o Blade Blunter 


HOW TO OBTAIN 


frizz 

- 

Dork 

Immune 

Person 

- 

Paralysis 

- 

Ban* 

- 

Ahitltaratcr 

- 

Dram Magic 

— 

Sleep 

— 

Woosh 

— 

Blade Blunter 

— 

Rzzte 

- 

Sag 

- 

Crack 

— 

F=ra Breath 


GohEtopper 

— 

Sap 

— 

Zap 

— 

tee Breath 

— 

Ban fonce 

— 

Decelerate 

— 

Zam 

— 

Whack 

- 

Gen fusion 

immune 

Dim 

- 

Stzz 

- 

Dazzle 

- 

Inncti&n 

— 

Magical SabnlagE 

- 


Ev£NT 


(examples) jumping jacfral x pav;&; merman s yabiby 


1 


Frizz 

Immune 

Dank 

— 

, Poison 

— 

Paralysis 


Bang 


AtiilitE-ratnr 

- 

j Otem Magic 

— 

Sleep 

- 

Wwsh 

— 

Blade Blunter 

- 

[jFiBli 

- 

Sag 

Immimu 

Crack 

— 

Fire Brest!: 

- 

Gotet-ppofir 

- 

Saa 

Immune 

Zap 

' immune 

Jce Breath 

- 

Ban Dance 

— 

fleceleravs 

Immune 

Zara 

Immune 

Wh&fifc 

treunune 

Conidsian 

— 

Osm 

Immune 

Sij3 

— 

Bazzis 


Inaction 


Magical Sabotage 

- 




ROW TQ OBTAIN 


SYNTHESIZE 

(Lineage) dhurim * Dr Snapped 

EVENT 

- 











































































































































































































TRAITS 

ABLE AMBUSH EH 

Doubles. tha chance ol launching pre-empliyfi S-lrikes 


ORC 

m 


MAX St ATS EQUIPMENT 


HP 

550 

WP 

530 

Attack 

620 

Defense . 

550 

.Aiiflft r' : 

450 

wmm : 

350 




SPEEDSTER 


TRAITS 

HEALTH PROFESSIONAL 

&oosls healing spall effects while decreasing MS 5 consumption, 



Frizz 

Rang 


Crack 


Zap 

Zam 


loe Breath 
Whack 


Drain Magic 
Fizzlfl 


GoDstoaper 


Ban Danca 


Confusion 


Paralysis 


Slnep 


£ag 


Sari 


Dim 


Maflical Sabotage 


HDW TO OBTAIN 


.SCOUT 


SYNTHESIZE 
EVE fit 


Unshone 


(examples) dangler fish x puppeteer; i&sser demon x merman 


resistances 

Frizz 

— 

i Donk 

- 

Pc«dn 

— 

Paralysis 

— 

,& n t 

— 

Abilitemitu 

- 

Drain Magic 

— 

Simp 

immune 

WoGsh 

— 

Bla-de Blunter 

— 

Fizzle 

— 

Sag 

- 

Crack 

— 

r---■ 

Fire BreaMi | 

- 

UcEsstopoer 

— 

Sap 

- 

Zap 

— 

leu firealh 

!— 

Ban Dance 

- 

Decelerate 

- 

Zam 

— 

Whack 

- 

ContiKtan 

- 

Pirn 

- 

Sizz 

Vulnerable 

Dazzle 

— 

Insclion 

- 

M apical Saiwiage 

- 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

, (examples) fencing iox s crebid; nighi emperor x rubble slime 

EVENT 



ORGODEM1R 


290 


??? FAMILY 



HlAX STATS 


j 



EQUIPMENT 

tSSBftjfl 

^ 9 



MUSPELL 


TRAITS 

KIT SQUAD B1 

Monster can launch multiple attacks in succession. 
(2 attacks) 


BIO HITTER MM 

Increases damage dealt by attacks, skills and anilities. 


CRAFTY FIRE BHEATHEH BJj| CRAFTY ICE BREATHER fTIl 

Reduces b namies' resist*nee to Fire Breath. Has m Reduces enemas' resistance tri ice Breaih. Has no 
eflect on e nem: e e wh o it a imper v'm s tn Fin; HTeath. el feci on enemtes win? &re i rtiperv ious to ice Breaih. 


RESISTANCES 




Bonk 

1— 

Potton 

Immune 

Piralysia 

immune 

IFfTH 

j 

Abilite^tpr 

_ 

Dram Magic 

— 

Bleep 

; Immune 



Blade Btuni^r 


Fizzle 

- 

Sap 

- 

i Crack 

— 

Rw Bream 

Reflect 

Oobetopper 

- 

Sap 

- 

p Zap 

— 

Ere breath 

Reflect 

Ban Uance 

Vulnerable 

Dahkirate 

- 

L Zam 

— 

Wisck 

Immune 

| Conivsion 

50*: Resist 

Dim 

P 

■ Sisi 

. . 

OaEzte 

k . 

l inaction 

Immurre 

Magical Sabotage 

— 


HOW TO OBTAIN 


■ SCOUT 


(Lineage) martamor x alafrast dragon 




Monster tan launch mu hi pte attacks in s ucces&ion At racks strike a II enemies and 0 antics U&ait by skills 

(2 attacks) aJKlabilllles increases 


TACTICAL GENIUS CRAFTY FIRE BREATHER iHil 

Monster will carry outan action T-3 tinges m a row Reduces enemies' resisianre to Fire fireatn. Has no 
noS g tee n specific a rders. effect on en e mies who are impar yiqus to Fire B reafri . 


RESISTANCES 

Frizz 

— 

Donk 

— 

Person 

immune 

Paralysis 

Immune 

Bang 

— 

Afirliserator 

- 

Drain Magic 

- 

SMHp 

Immune , 

Wcosh 

— 

Blade Blunter 

— 

Fizzle 

- 

Sag 

- 

CrStfiK 

Vulnerable 

Frr& Brea.Ui 

Immune 

GOWtOpper 

- 

Sap 

— 

iap 

— 

Ip; Breath 

— 

Ban Gance 

- 

Decorate 

- 

zam 

— 

Whack 

Immune 

Confusion 

Immune 

Drm 

— 

Sizz 

- 

Dazzle 

- 

Inaction 

Immune 

Magics! ^botage 

- 


HOWTO OBTAIN 


SCOUT 


SYNTHESIZE 

(Four-body) worrawiiger x missing lynx x biom x umpyjea 

EVENT 

- 
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MONSTER DATA 





TftAfTS 

DDiiBLETROURU 


HIT SQUAD 


Mgnsisrv/ifl get twits in wccessicn when rotgive-n Monsterean launch multiple attacks in succession, 
spnerfjc orders- (2 attacks) 



TftAfTS 

SLEEPV TOUCH JTJ 

C an p rtf en e m res to sleep with a succ essful attack 


CHAFTY INACTIVIST 

Reduces Guam! a S' rBeiSlancs to nn is-Sing a turn. 
Has no 4:1 Th ct on Anemias who arc mistant to 

mls&lfig a turn, 


RESISTANCES 

Frisz 

— 

Dank 

— 

Faison 

Immune 

Paralysis 

— 

Bang 

■j'l 1 narable 

Attilitwator 


Drain Marie 

— 

Sleep 

— 

Wbdsh 

- 

Blade EEurter 

Immune 

Fczifl 

— 

Sag 

- 

Crack 

— 

Fire Braalli 

— 

Gabslopper 

— 

Sap 

— 

Zap 

- 

Ice Breath, 

- 

Ban -Dance 

- 

Decelerate 

- 

Zarti 

— 

Whack 

immune 

Confusion 

— 

Dim 

— 

Sizz 

- 

Dazzle 

- 

Inactran 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


SCOUT — _ 

SVMTHESI2E | 1 Four-body) killing ira&tii m t killing machine * bal hi b * baihib 

EVENT [ Cliamae encounter wth Dragon Quest VI 


CRAFTY SLEEPER gg 

Reducts en em ias ' resistance to Bleep, H^s no effect 0 r, c nn mies wh 0 are impe-rvicu 5 to sleep. 


RESISTANCES 


Frizz 

— 

Dank 

f — 

Poison 

— 

Rar^ysis 

— 

Bang 

— i 

A&ilit&ratar 


Drain Magic 

— 

Sleep 

Immure | 

WdOSh 

— 

Blade Blunter 

- 

Ftzzte 

- 

Sag 

- 

Crack 

— 

Fire Brail !1 

1 — 

Gab&topper 

— 

\h 

- 

Zap 

— 

Ice Breath 

1 

Ban Dznce 

— 

Decelerate 

- 

Zeen 

— 

Whack 

— 

Contusion 

- 

Dim 

- 

Sizz 

“ 

Dazde 

Vumerabs 

ir^actiCfi 

“ 

Hagleil-Safrola&a 

- 


HOW TO OBTAIN 


SCOUT 

SYNTHESIZE 

EVENT 


(Lineage} s^tyr * dinsailng; (er^nopto) mlschlauous nm4fl x wllri slima: ml&chlayous mole k fr&gfej 



Mo ester car launch multiple attacks in SLieca£iic?i . 12 attacks) 



TRAITS 

WOOSH M El ST ER 

Boosts Woosh-type mggi-t eftefltg while desre-ssing MP cansumptian. 


HECKLING HECTOR 

Whan an enemy's tenelort ,n£r eases in bat(ia,.all leas' Lansion will auiomptral.y decrease 


CRAFTY WQQSHER 

Reduces enemies'resistance to Ww&h-type magic, Hap nc effect on enemies who are m pervious to 
Woosh-type magic, 
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PHANTOM FENCER 

mi 

MAX STATS EQUIPMENT 




n | 

fl ' w„™ 



TRAITS 

ARTFUL DODGER 

Doubles Hie ohanca al ev^dlmg enemy attecta. 

GIANT HILLER 

Monster can deal hEavy damage to L monsters. 


Ummms 

Frizz 

— 

Opftk 


Poison 

— 

Paralysis 

— 

Bang 

-1 

Atillllerator 


Grant Magic 

- 

Sleep 

- 

woosn 

immune 

Blade Burner 

. 

Rzzte 

- 

Ssg 

- 

Crack 

— 

Fire Breath 

- 

GobsJopper 

- 

Ssp 

- 

Zap 

Vilrw cable 

leefirfel^ 

— 

Ban Pane* 

- 

Decelerate 

- 

lm\ 

_ 

Whack 

Immune 

Contusion 

- 

Dim 

- 

| Sin 

- 

DazSe 

- 

Inaction 

- 

Mngital Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

U Ashore (log); eemusoleum (night) 

synthesize 

1 examples) skeleton % crass eye; slump chump x mecha-nrrynah 




H3 PINK SANGUINE 


MOMST.cR FAMILY | g PjAMK 



MAX STATS 


EQUIPMENT 


MSS! 

M)P 

&40 

450 

Attack. . 

_ 600 

Defense 

'loo j 

A^Hity . 
Wisdom 

740 

460 



s/ 

y ESS 


WOOSH & CRACK 


TRAITS 

STRANGELY ALLURING 

Con <Jazzle -seiem^s and immobiiisfi them at the start 
or .a Patti e. 

CRAFTY MAGICAL SABOTEUR 

Reduces enemies' resistance to Magic Frailty. 

Has no effect on enemies wiio are impervious to 
Magic frailty. 


howto obtain 


SCOUT 


(examples) cot-kaleer x giant medy me-nran :■ grim nfler 


PHANTOM 

SWORDSMAN 


167 


;®;WOHStER FAMILY; 


MAX STATS 


HP 

MP a 

"saTl 

HiTl 

Attack 

500 j 

Defense 

5 S 0 1 

■Agility ' 

320 

Wisdom 

, 620 



TRAITS 

ARTFUL DODGER 

Doubles Jheehanfia of evading enemy aliadkS; 

CONFUSING TOUCH 

Can confuse enemies when attacking. 


RESISTANCES 






H 

Frizz 

— 

Don* 

— 

Poison 

- 

Paralysis 

- 

1- 

Eiep 

— 

AiHiileralw 

- 

Dr&n Magic 

- 

Sleep 

- 

Woo&fli 

_ 

Blade Blunter 

"Z, 

Fizzle 

— 

Sag 

— 

.P r r y.|j.. 


. Rre BTB&th 

- 

Gop&topper 

- 

Sap 

— 

fit 

Vulnerable 

Ita Sreath 

— 

Ban Dance 

— 

naneiarate 

p 

: Zim 

— 

' Whack 

Mnmune 

Corliffiion 

- 

Dim 

- 

: Sizz 

- 

1 Itoste 

Immune 

Inaction 

- 

M««l Sabotage 

- 

HOW TB OBTAIN 

SCOUT 

HecropOiiS 

synthesis 

I'Lineagef skeleton soldier x skeleton soldier 




— 

— 

- 



PLATYPUNK 


MAX STATS 


HP 

460 

MP 

300 

.AH&b - 

420 

OeleiT'se 

470 

. Ag^ity 

330 

m 

310 



FAST LEARNER 

Experience points received after a baltle sre increased 
liy 10%. If multiple monsters in the team possess this 
irals, this percentage wilt increase. 


THAJTS 

HIT SQUAB 

M&nster esn launch multiple attacks in succession. (3 attacks) 


Frizz 


Donk 

— 

Poison 

— 

Paralysis 

- 

Bang 

_ 

Afctiterator 

— 

Drain Mag ic 

— 

Sleep 

— 

Woosh 

_ 

Blade Blunter 

— 

FizzCe 

- 

Sag 

- 

Crack 


Fire Breaih 

— 

Gobsiopaar 

- 

Sap 

- 

Zap 

_ 

ice Breath 

— 

Ban Dance 

Immune 

Deceteratc 

Immune 

■aS ' 

_ 

' Whadk 

— 

Confusion 

— 

Dim 

— 

fSIzz 

- 

Dazzle 

- 

Inaction 

- 

Mstflicaf Sabotage 

- 
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HP 

600 

*r.- 

210 

AtJ,3Cs< , 

500 

Defoiise- 

m 

Agility . 

m 

Wisdom 

m 



t CRACK & ZAP 

TRAITS 

HIT SQUAD 

Monster can launch multiple attacks in succession. (Z attack&i 

CRAFTY ICE BREATHER 

deduces enemies' resistance to ice Breath Has oq affect on enemies who am impervious to Ice Breath. 


TRACTS 

TACTICAL TROOPER 

lUlonater will carry out an action once ortWiw in a urn when nqtgiif&n specific orders 

INTIMIDATING 

Cartintimittat/B anem-ies irtwitsblllBs them at the start of a battle 


Frizz 

Vulnerable 

Tmnk 

_ 

Polwn i 


Paralysis 

— 

Bang 

_ 

Adulterator 

_ 

Drain Wlaigic 

- 

Sleep 

- 

Wodah 

_ 

Blade EMer 

— 

I1Z28 

- 

S« 

- 

Crack 

Immune 

hie Bream 

_ 

Gobstcpper 

- 

Bap 

- 

Zap 

_ 

Ice Breath 

Immune 

■San Dance 

— 

Decelerate 

- 

Zam 

_ 

Whack 

— 

Confusion 

— 

Dim 

- 

SizZ 

Vulnerable 

Dazzle 

L= 

inaction 

- 

Magical Sabolage 



Frizz 


Donk 

— 

Pruson 

— 

Parafyss 

— 

Bang 

_ 

Aldllteralor 

Immune 

Drain MSDlC- 

- 

Sleep 

— 


_ 

Blade Sltiriinr 

Immune 

Fizzle 

- 

Sag 


Crtck 

_ 

fire Breath 

_ 

Gobstoppe 1 

- 

Sap 

L 

Zap 

_ 

Ice Breaih 

— 

Ban DarCC 

— 

Decelerate 


Zann 

_ 

Vtmack 

Immuna 

Confusipn 

Vulnerable ! 

Dim 

— 

SizZ 

- 

Dazzte 

- 

Inaefiori 

IrpmuiH: | 

Magical SabotegB 

1 — 


HOW TO OBTAIN 


. SCOUT 


SYNTHESIZE ( Maniples f nation tieafen* groat sabnacub: -nischiguaus mala x drahl drone 


HQW TQ OBTAIN 

SCOUT 

Chance Encounter 

SYNTHESIZE 

_ 

JVEWT 






increases damage dealt by attacks, skills and ntMlltift. increases the chance far landing a critical hit when 

HP is extremely Tow, 


CRAFTY WHACKER 

Ftedeces enemies' resistance to Whack-type magic. 
Has no el fad on enemies who are i w rvi&ue to 
Whack-type magic. 


RESISTANCES 

PltiZ 


1 DM 

— 

PQlSQit 

Immune 

PwalySs 

Immune 

9anp 

| YuUieralHe | Atfliterator 

_ 

Dram Magic 

- 

Sleep 

immune 

Woosh 

_ 

1 Bfede Blunter 

— 

" 

Feafe 

- 

Ssq 

- 

Crack 

_ 

hre Brearth 

_ 

Gobsiopger 

Immunrfi 

Sap 

— 

?m 

_ 

; Ice Breatii 


Ban Dance 

— 

DMet-eratfl 

- 

Zam 

_ 

i Whack 

Immune 

Confusion 

, Immune 

Dim 

- 

i SiK 

I Disafe 

- 

inaction 

Immune 

Magical Sabotage 

1— 

HOW TD OBTAIN 

SCOUT 

n- 

SYNTHESIZE 

(UnBapej rasaguanJin 

x ruin 




_ 

EVENT 



■nanl 




Frizz 

\ — 

Dank 

— 

Poison 

- 

Farelyste 

- 

fang 

_ 

Abililenitar 


Brain Magic 

— 

Sleep 

Immune 

Woosh ! 

[ 

Blade Blunter 


Fizzle 


Sag 

— 

■Crsck i 

_ 

Fire fireaih 


Gntslopper 

— 

SiP 

- 

2ap 

[ 

ice Brcafn 

_ 

Bun dance 

- 

Decelerate 

- 

Zam 

f 

Whack 

_ 

Contu&s&i 1 

— 

Dim 

- 

Stzz 

1— 

Dazzle 

- 

inaction 

Vulnerable 

MagteaF Sabotage 

JZ. 


■■Hi 


SCOUT 

_ 

SYNTHESIZE 

(Sxample&T lira Siend x khalajnari kid; dancing flame x ftm tiend 

EVENT 

- 
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Uil RED DRAGON 

E 


M-QWSTl: El FAMi LY 


MAX STATS 



RESTLESS ARMOUR 


137 


0 MONSTER FAMILY I C RANK 


HP 

7BO 

,tfP 

390 

Mask 

rsir 

Defense 

760_ 

Agility 

&00 

Wi^OtTi 

490 



ANTI-DRAG ON 


TRAITS 

SIG HITTER |S MAGIC REGENERATOR 

iTicTEases (Sam age dealt &y attacks. ills aiutafifflies. Monster feeows a HlIttM Peach limaitwtsln battle 


CRAFTY DONFUSER 


Rgstutes enemies' restetancato contusion. He? no 
elTecl on enemies Who ate Impervious to confusion. 


TRAITS 

PSYCHO MM 

All ows nHtm&ters to psych? up in battle-. 

CRAFTY OONKER ITT! 

Reduces anomies;' resistance to Uonk-type magir. Has. no effect on enemies who ate ImiKirvious to 
Dank-type marric. 


mmm 

; Frizz 

hi 

Donk 

— 

Poison 

- 

Paralysis 

- 

Bang 

_ 

Abil^eretor 

- 

| Uram Magic 

- 

Bleep 

— 

Woosh 

_ 

Blade Blunter 

- 

Fizzle 

Immune 

Sag 

— 

Crack 

Vulnerable 

Prf Breath 

immune 

tiobs topper 

- 

Sap 

— 

zajt 

_ 

tee Breath 

P- 

Ban Barits 

- 

Decelerate 

— 

Zzro 

_ 

Wlwc* 

— 

Contiiilun 

- 

dim 

— 

Shz 

- 

Dazzle 


Inaction 

— 

Magical Sabotage 




HOW TO OBTAIN 


i SCOUT 


5 v NT NES-I2E (Lineage! yi flan dragon x Beast 


Family, (examples! kpmodu x Eilvajithgcus: Komodo x macha-mynah 


HOW TO OBTAIN 

SCDUT 


SYNTHESIZE 

(examples! walking corpse % king kelp; bona caistrictor x merman 

EVENT 




TRAITS 

ARTFUL DODGER 

Doubles the chance o! evading EnEnty attacks. 

DISRUPTIVE WAVER 

Disrtfpilve Wave mav be launched automaticallyduring battles. 


Monster tan launch multiple attacks in succession 
(2 attacks) 

TACTICAL TROOPER 

Monster will carry out sn action once ar twice in a 
ipw when not given specllic orders. 


Stacks strike all enemies and damage dealt by skills 
Mdab'litiesintraases. 

CRAFTY ZAMMER fBl 

Reduces enemies' resis'ance to Zam-tyW magic. 

Has noefFect on enemies who are Impervious to 
Zam-typa magic. 


■n 


Dank 

_ 

Folcon 

- 

Paralysis 

- 

Bang 

“ 

Abilileralo/ 

— 

Dram Magic 

- 

Sleep 

— 

Woosh 

_ 

El'adR B urner 

— 

Fizzle 

— 

Sag 

— 

Cr^Ck 

_ 

Fire Breath 

- 

Gobsltippiji 

— 

■Sap 

— 

Ian 

_ 

Lee BrMfth 

— 

fern Dance 

Vulnerable 

Decelerate 

— 

Tara 

Heals 

ViVtvacSt 

immune 

Confusion 

- 

Qxm 

— 

S-zz 

— 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

— 


RESISTANCES 

. . . 

Frizz 

_ 

| 

Raacg 

— 

AbSHfl'rjtcr 


Oram Maqre 


Sleep 


Woosh 


Blade Blunter 

- 

Fizzle 

- 

Sag 

— 

Crack 

_ 

Fire Bresrtii 

— ’ 

Gob stopper 

— 

Sap 


Zap 


Ice Breath 

— 

Ban D?nec 

- 

D®cs)e?3te 

| Vulnerable 

Zam 

Heals 

Whack 

Immune 

Contusion 

immune 

Dim 


"E 

- 

Bazzln 

- 

liracliw 

immune 

Magical Saboiae? 



HOW TO OBTAIN 


: L . r ULSIZE • • Lineage) Uhoulmagus x nlnmzE dhoulmague x mortanrer 
ENT 


HOW TO OBTAIN 


SCOUT 


SYNTHESIZE 


I Linear) rhapthqrne x jflina; rhapthorne x ongcdemir 
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AMrtRnjitDr 


Drill i Magic 


Blade Brunei 


GQbsjnppftf 


Ds esterase 


Confusion 


Magical Sabotage 


SCOUT 


SYNTHESIZE 


(Lineage) hellgalnr x Jumping lacteal 


EVENT 


MONSTER FAMILY 


A RANK 


BOBBIN 7 HOOD 


mmjmimitY 


# RESISTANCES 


HOW TO OBTAIN 


IMPOSING 

The motto tar's imposing presence can I 1 T 1 IT 1 COIIS 0 enemies at the start of a tattle 


YELLOW-BELLY 

Master may QccasE&naliY become flusier-eo and un-aule to-act 


TRAITS 

PSYCHO 

Allows monsters to psyche up in bum 


fire Sn&i-h 


Ice Breath 


Whack 


Dazzfa 


Donk 


MAX STATS 


BOUNTY HUNTER 


Frizz 


Dor^c 

— 

Poisar 


PaTaJ/ess 


*2£ J 

- 

Abilkerator 

— 

1 Drain Magic 

- 

Sleep 

— 

Woosh 

- 

Blade filuntaj 

— 

| Fcile 

— 

Sag 

_ 

Dracfc 

- 

; Fre Breath 

- 

. Gnii&topper 


Sap 

_ 

Zap 

— 

ice Breath 

- 

Bon Dance 

— 

Decelerate 

_ 

Zam 

- 

Whack 

Immune 

Confusion 

— 

□im 

_ 


— 

Danlo 

- 

Inaction 

immune 

Magical sabotage 

- 


HOW TO OBTAIN 


STOUT 


STNtHfSra 


Gianra encounter 


Frizz 

- 

Donk 

PciSflfi 

— 

Paralysis. 

_ 

Bang 

— 

ACilituluLLu 

— 

Oram Magic 

Immung 

1 Sleep 

— 

Woosii 

— 

Blade Blunter 

- 

fcSe 

- 

K"--i 

Say 

— 

O.rack 

— 

Rrt Breach 


Gobsiopper 

— 

Sap 


Zap 


lea Breath 

- 

Ban Dance- 

— 

Deoaterate 

_ 

Zam 

- 

Whack 

- 

Corifunior 

— 

Dim 

— 

Slzz 

— 

Dazde 

- 

Ination 

Immune 

Msgitai satotage 

- 


HOW TO OBTAIN 


&CPUT 


EVENT 


Chinee encounter 


BOBBIN’ HUDDLE 


* MONSTER FAMILY I C RANK 


MAJ£ STATS EQUIPMENT 
V' 


230 


GUERILLA 


TRAITS 

HITSnUAD 

Monster can launch mi/Hiphe attacks in succession. (4 at Jacks) 
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ili1 RQCKBOMB 



MAX STATS 




TRAITS 

PSYCHO 

Allows ma-nstDrs to psyche up in batila 


FH2Z 

— 

Uunk 

immune 

Poiscm 

- 

Paralysis 

— 

Sang 

— 

APihterator 


Dram Magic 

- 

Sleep 


Wamh 

— 

Blade eiunr-et 

— 

fizzfe 

- 

Sag 

- 

Crack 

— 

Fire Breath 


Go.1j stepper 

- 

Sap 

— 

Zap 

— 

Ice Breath 

— 

Ban bencE 


Decelerate 

- 

3 

Zam 

— 

WtlSCei 

Immune 

Confusion 

- 

Dim 

— 

Sizz 

- 

Dazzle 

- 

inaction 

— 

RAagica.' Sabotage 

- 


HOW TO OBTAIN 


SCOUT 


(examples} cheeky tiki y weaken taakon; spitnik k drohldron& 


ROTTEN EGG 



MAX STATS 


EQUIPMENT 




GREEN FINGER 


m 


TRAITS 

COUNTERSTRIKER 

Monster may launch a counter- a-Liuk when attacked. 

CRAFTY SIZZER 

Reduces enemies' resistance in Sizi-type magic. Has no eltecton enemas who are impervious. to 

sizMype magic, 


RH 


i Frizz 

— 

Donk 

— 

Poison 

— 

Paralyse 


Bang 

— 

. Abiliteiatoi 

- 

Drain Magic 

immune 

Sleep 

- 

Woosh 

— 

EladE Etunler 

— 

Fizzle 

- 


- 

Brack 

— 

r.'e Brcalf 

- 

Gobs-topper 


Sap 


Zap 

ImmunE 

Ice Brealh 

— 

Ban Dance 

- 

DEcelern*e 

— 

■ 2am 

Immune 

Whack 

— 

Contu&ior 

- 

Dim 

— 

I Sizz 

- 

1 

Dazzle 

- 

hafliw 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


| SCOUT 

euktruee 


leramplK) dark slima ^ skeleton sod-o-. car* slime x dancir^j ilame 







DIMINISHED 



El 


traits 

COUNTER STRIKER 

Monster may launch a counlei-it-iack when attacked 

TACTICAL TROOPER 

MonsEemvill carry oat.an action once or iwlca In a row when not given specify orders, 


RESISTANCES 

Trlra 

- 

Dcnk 

— 

Poiswi 

- 

rr1 

Paralysis 

Vulnerable 

Bang 

— 

' Abiliterator 

— 

Drain Mtigic 

— 

Sleep 

- 

WbcalT 

— 

Blade eioniai 

— 

FIzzIe 

Immune 

Sag 

- 

Crack 

— 

Fire Breath 

— 

Glisten per 

- 

^. a ? 

- 

Zap 

— 

i« flreaih 

— 

Ban Dance 

- 

Decelerate 

- 

Zam 

- 

Whac* 

Vulnerable 

Confusion 

- 

□am 

- 

SI22 

- 

Dazzla 

- 

inacdon 

- 

Magical Safiolaqe 

- 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(Lineage) lElhal amnDurx riptide: lethal armniirx bone baron 





tflaits 

PERILOUS FARRIER 

Monster Will usually sustain more damage, hut will occasionally lake none. 


RESISTANCES 

Frizz 

Immune 

Dnnk 

— 

Poison 


Paralysis 

- 

Bang 


ANIlUi&lor 

— 

Drain Magic 

— 

Sleep 


Woosh 

— 

Blade Blunter 

— 

Fizzle 

— 



Crack 

- 

Fire Breath 

— 

Gobstopper 

— 

!^p , 

Immune 

Zap 

— 

Ice Breath 

— 

Ban Dante 

— 

D&^rara 

— 

Zam 

_ 

Whack 


Contusion 

— 


— 

- 

Sizz 

- 

Dazzle 

- 

inaction 

- 

MqgNSf Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

Oagravaha it; Bern usdIe a m 

SYNTHESIZE 

(examples'! skmB knight X lly^oy; Silma X iBSrSGf (lemur 


- 
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MONSTER DATA 






265 

RUIN 



EE 

W0NJSTEF FAMILY 


S ram 


SATYR 


MONSTER fAMILY 


F BANK 


^ A 


HIT SQUAD 

Monstercaii launch multiple astack&ln succession. 
(J attacks} 


GRAND SLAMMER 


Altaevs sirlke all enem-es and damage deal! by skills 
and abilities Increases 


SAGiTTAH 


MAX STATS EQUllPMEWT 


TRAITS 

DOUBLE TROUBLE 


EARLY BIRD 


M onster * in act twice In s accession when not jl w n Monster wil I attack first in battle, 

speoinc orders. 


TRAITS 

TALENT SCOOT 

Scout gauga can be boosted wften a chow of strength is launcned 


MAX STATS EQUIPMENT 




., an 

FrLs 


Iignk 


Poison 

1 1 imunn Paralysis 

Immiiinn 

Bang 

Immune 

Abiiiteraior 

Vulnerable 

Dram Magic 

— Sleep 

Immune 

Woesh 

— 

Blade Blunter 

- 

fijxla 

— Sag 

- 

Crack 

— 

Fine Breatn 

- 

Gobstospcr 

— Sap 

— 

Ito 

Immune 

Ine Breath 

- 

Ban Dance 

— Decelerate 

- 

( Zam 

— 

WHsck 

Immune 

Conrusion 

immune urn 

- 

Srtz. 

— 

Eazrte 

- 

Inaction 

Immune Mag ica 1 Sabotage 

- 



HOW TO OBTAIN 


SCOUT 

[ — 

SVWTH=SIZ£ 

(Pswr-bady) traumnatOrji Overkilling maDhina V killing machinE- x trna btiu 

EVENT 

i- 


RESISTANCES 




Frier 

Dank 


P&l&an 

- 

Paralysis 

- 

Bang 

- Abilherator 


Drain Magic 

- 

Sleep 

Immune 

Wocisr. 

- 

Blade Bluntar 

- 

Fizzle 

- 

Sag 

- 

Crack 

- 

Fire Bream 

- 

Gobstappsr 

- 

Sap 

- 

Zap 

- 

tK Breath 

- 

Ban Dunce 

- 

Datelerata 

- 

zam 

z 

Whack 

- 

Confusion 

- 

Dim 

Vulnerable | 

m 

! — Dazzle 

- .1 

Irvicrkfin 

- 

■Vlibjicgi Sabotage 

1 

“ 1 

HOW TO OBTAIN 


HHHUH 

SCOUT 

Boubthack 

SYNTHESIZE 

(Examples) mlBililevous mod xcapaichum: mischievous mclax cracky 

EVENT 



MAX STATS 


EQUIPMENT 


RUN 


TRAITS 

DOUBLE TROUBLE 


UST WORD 


Monster w ill set twfce in succession whan not g Ive n Monster wfII3 ttack last 1 (1 batl la. 
specific orders. 


HOPEFUL HITTER 

Attacks ottw miss lira mark, bur can deliver 
critical tuts 


GRAND SLAMMER 

Attacks strike all ensmins and damas-a dealt by sillls 

and abililies increases 


RESISTANCES 







Frizz 

— 

Bonk 

Immune 

Poison 

iTirr.ure 

Paralysis 

Immune 

Bans 

— 

A^iliterator 

- 

Drain Magic 

— 

S'ERf 

Immune 

woasb 

immune 

E£ade Hunter 

- 

Fizzle 

— 

Sag 

- 

Crack 

- 

Bra Breath 

- 

Gatatopper 

- 

Sap 

- 

Zap 


ice Breath 

- 

Dan tames 

— 

Bit Efc rale 

- 

Zam 

— 

Whack 

Immune 

Contusion 

Immune 

Dim 

- 

&Z3 

— 

□azjte 

— 

Inadiori 

Imrrum 

Magical Sabotage 




HOW TU OBTAIN 








SCOUT 


(Lineage} mumboh-ltimbDex living slater. mumboh-jumboe x gold golem; slormsgate chadel .* 
Jiving statue; stomsgatecrticlEl Kgold golEm 


SAGITTAR 


^STERfAmy I x RANK 
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CHAPTER 





HIVE MIND 

K53 


PARALYSING TOUCH 

Can paralyse enemies when allaying 




: Frizz 

Vulnerable 

Donk 

— 

Flaignn 

- 

Paralysis 

— 

m 

— 

Ahiiitflramr 

- 

Drain Magi: 

- 

Sleep 

Immune 


— 

Blade Blunter 


Fizzle 

- 

Sag 


Crack 

— 

Fi-re Br-eaih 

- 

Gob&laeper 

- 

Sap 

— 

Zap 

— 

ks Ereattli 

- 

Ban Dance 

— 

Decflierafle 

— 

Zam 

— 

Whack 


Otj-nlusiufi 

— 

Dim 

— 

Sizz 

- 

Daus 

- 

fnaciior 

- 

Magical Sabotags- 

— 


HOW TO OBTAIN 

SCOUT 

Traepidutitwi 

SYNTHESIZE 

(Uneage) scorpion x yabby 


- 


Frizz 

Vulnerable 

Dnnk 

- 

P0lM!l 

Immune 

Paralysis 

! Immune 


- 

Abillteratar 

- 

Drain Magic 

- 

Sleep 

- 

Woosh 

— 


- 

Fizzle 

— 

Sag 

1 “ 

Crash 

- 

flie &reath 

— 

Gobslopper 

- 

Sap 

- 

Zap 

- 

Ice Breath 

- 

flan Dance 

— 

Daselerate 

1 - 

Zsm 

- 

Whack 


Cbnfustofl 

- 

Dim 

1 - 

Sizz 


Dazzle 

- 

. motion 

— 

Mag lead SaUotaofl 

1 — 



HOW TO DHTAIN 


SCOUT Cnagravalion 


iLineagg] rrabiiri x Nature Family 


132 

SEA DRAGON 



99 


SEASAUR 



m 


TRAITS 

ARTFULOODGEfl 

Uoubtes Tne cnafice c-t evading enemy attacks 


TRAITS 

ARTFUL DODGER 

{toueies the c trance of ending enemy attacks. 


CRAFTY ICE BREATHER 

flgekias enemies' resistance to ice 6reatn. Has no effect an enemies vifto are impervious W !oa Ereaih. 


RESISTANCES 


Frizz 

— 

Donk 

Vulnerable 

Pmson 

- 

Paralysis 

- 

Bang 

Immune 

Asitlterator 

- 

Drain Mag'c 

- 

SliHp 


Woosh 

- 

Bsde Biunler 

- 

Rzzte 

- 

Sag 

- 

Crack 

— 

Fire Brealh 

- 

Gobstapper 

- 

Sep 

- 

Zap 

- 

Ice Breath 

- 

Ban Danw 

- 

Decelerate 

- 

Zam 

— 

Whack 

- 

Contusion 

- 

Dim 

- 

Slzz 

- 

Dazzle 

t 

illation 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHES^ 

lUreags) wassiir * evtei 

EVENT 

- 


RESISTANCES. 


Frizz 

— 

Donk 

- 

Person 

- 

Paralysis 

- 

Banv 

— 

^iterator 

- 

Drain Maggie 

— 

Bleep. 

— 

Woosh 

- 

H'.hui? uiii’,rr!i 

- 

FnzJe 

immune 

Sag 

— 

Crack 

- 

Fire Breach 

— 

Gobstopper 

- 

Sap 

— 

Zap 

- 

ice Braatn 

- 

Ban Dance 

- 

Decelerate 

- 

Zam 

— 

Whack 

— 

Confusion 

— 

Dim 

— 

Srzz 

Immune 

D«sle 

- 

Iliac It'ii 

— 

Magical Sabotage 

- 


nm TO OBTAIN 

SCOU" 

Unshpre {fog} 

SYNTHESIZE 

(examples) gasbactm x nudbla slime, komodo x angel slime 

event 

- 


163 


MONSTER BATA 


































































































































































SEE URCHIN 


MAX STATS 


EQUIPMENT 




AQUAPOTHECARY 


TRAITS 

HEALTH PROFESSIONAL 

Boosts healing spellerr^C'E wnile decreasirm MR consumption 




MAX STATS 


HP 

350 


•mp 

530 

1 

Attack 

460 

1 

■asriwise 

540 

I 

•Agility 

900 

, 

Wisdom 

460 





REAPER 


TRAITS 

HIT SQUAD 

Monster car launch multiptB attacks in succession. (2 attacks;. 


CRAFTY DANCE 8ANNER 

Reduces enemies' resistance Id Bam Dance. Has no eltecton enemies wha are impervious tD Ban D-ance 


7AMMEISTER 

Soasis Zam-typa magic affects while da crease'g MR cc*i&umptim 


Frizz 

- 

Donk 

— 

Poison 


Paraiysis 


Bang 

— 

AWlUft^pr 

— 

Drain Metric 

— 

Bleep 

— 

Woosn 

L 

Blade Blunter 

— 

Fizzle 

immune 

Sat 

— 

Crack 

— 

fire Bream 

- 

Gobstopper 

— 


- 

Zap 

— 

Ice Breath 

- 

Ban Dance 

— 

Decelerate 

- 

Sam 

— 

Whack 

- 

Oonluskm 

— 

Dim 

- 

Sizz 

Vulnembls 

Dazzle 

- 

Inacllon 

— 

Maiiical Sabotaot 

— 


SHELL SLIME 




MAX STATS EQUIPMENT 


THAiTS 

TALENT SCOUT 

Scout gauge can he boosted when a show ot strength is launched. 



I 



CRAFTY MAGICAL SABOTEUR 

Routes enemies' resistance to Magic Frailty. Has no effecl on enemies who are imaa-viaus to Magic Frailty. 


howto mm 

Ip- 

Unshorn (clMr} 

SYNTHESIZE ! 

[example} conklave x. hammerlwod: dracty x healslimo 

EVENT 

- 


RESISTANCES 


Frizz 

— 

Conk 

— 

Poison 

_ 

Paralysis 

— 

Bang 

- 

Abilr.eraltF 

- 

Drain Magic 

- 

Sleep 

- 

Woosh 

— 

ElaCfe Blunter 

— 

fizzle 

— 

sag 

— 

Crack 

— 

Fire Breath 

— 

|_Gohstnp[Mr 

- 

Sap 

- 

ftp 

Vulnerable 

i Ire Breath 

— 

Ban Dance 

— 

Decelerate 

— 

Zam 

Heals 

Whack 

Immune 

Confusion 

- 

Dim 

- 

Sizz 

— 

Dazzle 

— 

inaction 

[— 

Magical Sabotage 

— 


HOW TO OBTAIN 


SCOUT 

Icekration [night); Cragmalion 

SYNTHESIZE 

(BKamples) cannlbox ktaany sanguinl; eanttufl rlamo :< dancing devil 

EVENT 

- 


SHE-SLIIVIE 


: 0 monster family ; I E- Rank 



MAX STATS 


EQUIPMENT 



1 / 





FRIZZ & ZAP 

mm 


TRAITS 

FRIZZMEISTER 

Boosts Ftizr-sype magic effects white deceasing FhIP ccms-umpti□ n. 


CRAFTY DAZZLER 

deduces enemies’ re-srstaiKe to Dazzle-t^e magic. Has no effect on enemies wtio are impervious tn 
Dazzle-type magic, 


1 Frizz 

- 

Donk 


[ Person 

— 

Paralysis 

_ 

Bang 

- 

Aliil iterator 


Drain Magic 

- 

Sleep 

— 

Wh?e.*i 

— 

Bizde Blunter 


; Fazkf 


San 

— 

j OracK 


fjna Breath 


Gobstoppei 

— 

Sap 

Immune 

Za P 

- 

Ice Breath 


Ban Dance 

— 

Decelerate 

— 

2am 

— 

Whack 

Vulnerable | 

ConiuEi-an 

— 

Dim 


| Sizz 

- 

Dazzle 

-■ . 1 

inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


SCOL'l 


EVENT 


Un 


Unshorn ichEarj 


SYNTHESIZE^ ; Truamplesi wild sFne * mummy Day; slime x wild shine 


Frizz 

Immune 

Oonk 

_ 

Poison 

_ 

Paralysis 


Bang 


Abltnlriaiw 

- 

L oram Magic 

— 

Sleep 

— 

Woosh 

— 

Blade Blunter 

— 

Rzzifl 


Sag 

Vulnerable 

Crack 


Fire Brest! 1 

— 

Gobstopfter 

- 

. ' 

Sap 

— 

Zap 

— 

tee Breath 

- 

Ban Dance 

_ 

Decelerate 

_ 

Zgm 

— 

Whack 

P 

Confusion 

— 

Dim 

— 

Sizz 

~ 

Dazzle 

1- 

inachpn 

- 

MagmaS Sabotage 

- 

how to Obtain 


SCOUT 

i — 

SYNTHESIZE 

[example) testelime x mucWy hand: slime a healslime 

EVENT 

i= - 


1B4 



















































































































































































TRAITS 

C0UNTERSTR1KER 

Monster may launch a counter- attach wban attacked 



TACTICAL TROOPER 


Monster will carry out a* action once or iwlw in a raw when not given speciiic orders. 






KH 


TRAITS 

CRAFTY FIZILER gffj 

Reduces enemies' resistance to Fizzle-type magic Has m? eilact 0:1 enemies Vi ho ate impervious tc 
FIzzliHyps magic. 


RESISTANCES 



— 

Bonk 

— 

Poison 

- 

Paralysis 

- 

Bang 

immurie 

A&imeratgr 

— 

Drain Magic 

~ 

Sleep 

- 

Worah 

- 

&larla Blunter 

Immune 

Fizzle 

_ 

Sag 

Immune 

Crack 

— 

Fire Breath 

— 

Bobstoppei 

— 

Sap 

- 

; Zap 

— 

lea Breach 

— 

Bar Dance 

- 

Decelerate 

- 

Zam 

Vulnerable 

Whack 

- 

Conrusion 

- 

Dim 


Sizz 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

- 


HOWTO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

{bnaagn) metal kaiser slime a mnnal kaser allme 

EVENT 

Chance encounter wan Dragon Quest \\ 


RESISTANCES 







Friz? 

- 

Donk 

— 

Person 

- 

: Paralysis 

- 

Bong 

— 

Ahiliterator 

- 

* Drain MapiC 

Vulnerable 

Steep 

— 

Woosh 

— 

Blade Blunter 

— 

Fizzle 

- 

Sap 

- 

Crack 

- 

Fire Breath 

- 

Gabsioppcr 

- 

Sap 

- 

Zap 

— 

ice Breath 

[-*■ 

j Ban Dance 

- 

Deceits 

- 

Zam 

- 

Whack 

ImmunE 

j CcnFusiOil 


Dim 

- 

Sif£ 


Dazzle 

— 

1 Inaction 

- 

Wagicsl Sabotage 

I — 








!SCOUT 


g-hjfliiratldn (clear): Necropolis 

fiYNlHEBiZE 

lenamplesj cross eye x ore; lesser derror: x aiMtol slmm 





MM STATS EQUIPMENT 



EM y mm 

V W' 





, mm : _ . 

CRACK ft ZAM 




TRAITS 

CRACKMEISTER 

Booses Zani-type magic effects \vhile decreasing MH consumption. 

ZAMME 1 STER 

Boosts Zam-type rnagic ef toots while due leasing MP consumption. 


Frizz 

— 

Donk 

! — 

PdlSOJl 

! — 

Paralysis 

- 

Bars 

- 

AtaiiitcrjtiSr 

- 

Drain Magic 

- 

Die ep 


Woosh 

— 

Biade Blunter 

— 

Fiiite 

- 

Bag 

- 

Crack 

— 

Fire Rra^lh 

- 

Goastapper 

— 

Bap 

- 

Zap 

WjSner&ble 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

- 

Zam 

— 

Wtiactr 

immune 

Contusion 

- 

Dm 

- 

SFzz 

- 

Dazzle 

- 

inaction 

- 

Mag Cal Sabotage 

- 


HOW TO OBTAIN 


Cmgravaltm (reining): BemuaDletim (nig to) 


(Lineage) green dreg-on x Undead family; hacksauius r, Undead Family 





ENFEEBIER 



TRAITS 

CRAFTY A 6 ILITERAT 0 R |JJJ 

Reduces e ne roles'resisted eg to Millie rater H^na oration enemies t.*!io are Impervious tc A-3 i.:er*to : 


RESISTANCES 

Frizz 

— 

Donk 

- 

Poison 

- 

Paralysis 

— 

Bans 

— 

A&ititarailor 

- 

Drain -Magic 

- 

Steep 

— 

woosh 

- 

Blade B.hinter 

- 

Fczte 

— 

| Sap 

— 

Crack 

- 

Fire Fireakh 

- 

GabslOpper 

— 

'Sap 

- 

Zap 

Vulnerable 

ice Bream 

- 

Ban Dance 

- 

Dewterate 

— 

Zam 

— 

Whack 

Immune 

Caelusion 

- 

i Dim 

- 

Sl£Z 

— 

Dn^e 

- 

l r-OL-LiOi 

Immune 

Magical Sabotage 

- 


ROW TU OBTAIN 

SCOUT 

Unshore Mag) : Bern-usOlej ffl (raining, nlgllll 

SYNTHESIZE 

I Examples) hyper heyedra x lesser demon; stump chump x rubblo Slime- 

EVENT 

~ 
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MQN 5 T 1 R DATA 











































































































































































SKELETON SOLDIER 



MAX STATS EQUIPMENT 





[ 440 


1 y EHHB ' 



WisUnm 

[ 440 


HEALER 


O 


_ 

_ 



TRAITS 

PARALYSING TOUCH 

Can para lyse e rsmi es w n e n attack mg. 


SKELETON X 



MAX STATS 


UP . 

680 

MP 

m 

Attack . 

640 

Doftinsa 

666 

Agility 

3 SO 

Wisdom 

300 


EQUIPMENT 

V I 




s/ £ 








AN1IMAOIC 


TRAITS 

COLf NTERSTRJKEfT 

Monster may I^utc^i aEB-untai-attacK whan attached. 



HECKLING HECTOR 

When an enemy's iBn^icn inc reuses in battle, an foes'tension will automatically decrease, 


RESISTANCES 

Frizz 

- 

Dunk 

- 

Poison 

- 

Paralysis 

— 

Bang 

- 

Abif iterator 

- 

Drajc Magic 

- 

Sleep 

— 

Woosh 

- 

Elide Bbmnr 

— 

Fizzle 


Sag 

— 

Crack 

- 

Fite Breath 

— 

GoiKtopjJer 

- 

S*P 

— 

?ap 

Vulnerable 

Ide Breath 

- 

Ban Dance 

- 

Decelerate 

- 

Earn 

- 

Whack 

Immune 

Confusion 

- 

Dim 

— 

Sizz 

- 

Dazzle 

- 

inacton 

immune 

Magical Sabotage 

- 


HOW TO OBTAIN 


SCOUT 


Necropolis (rfav! 


(aKamples? hflyadra * jumping jackal; ppm constrictor KftrffHKM 


SKELETON XY 


^yOllSTERTAfulfir 



MAX STATS EQUIPMENT 

V" I 




■ 


i Frizz 

“ 

Donk 

- 

Poison 

- 

Paralysis. 

- 

Etenp 

— 

AbHIlezator 

- 

Drain P^ic 

- 

Sleep 

— 

Waosti 

“ 

Blade Blunter 

- 

Fizzle 

- 

Sap 

Immur* 

Crack 

- 

Fits Breath 

- 

GobstoppEf 

- 

Sap 

- 

Zap 

YulneraWa 

Ice Breath 

— 

Bail- Dgucc 

- 

PeoeleralK 

- 

Zam 

— 

Vrfhac* 

Immune 

Confusion 

i. — 

Dim 

- 

Sizz 

— 

Dazzle 

- 

inaction 

Immune 

Magical Sabotage 

- 


H m TO OBTAIN 


i EVENT 


(JneagiQ ^hgleion k shsletpn (both must be fevel £0 or higher) 


SKIPPER 


g - ! 


MAX STATS EQUIPMENT 

S ✓ I 


Cieen knight 


TRAITS 

counterstriker XTM clqsescrapeb 

Monster may launch a counler-attack when attacked. Enables monster to surw/a fatal damage with IMP 


480 


320 







420 





uri 

SKf 3?b~ 

■ 

WM SABOTEUR 


O 


traits 

ESCAPE ARTIST 

Monster i»ll always be able ?o flee fmm a battle. 


DISRUPTIVE WAVER 


CRAFTY SAGGER 


Disruptive Wave may be fapischti-ti automatically Reduces anumifis' resistance to Sag-type magic, 

during battfes. H as no elfetl on enemies who a fe i mparulws to 

Sag-type, magic 


B%l 


Frizz 

- 

Donk 

- 

Pvsisan 

- 

| Paralysis 

_ 

Bang 

- 

AfliJteratnr 

- 

Drain Magm 

— 

! Sleep 

— 

Woosh 

— 

Blatfe Blunter 

immune 

Fizzle 

” i 

[ sag 

ImmunH 

Crank 

_ 

Fire Breath 

- 

Goustoppar 


i 

— 

Zap 

Vulnerable 

Ice Breath 

- 

Ban Dance 

— 

j D&ceiEiatE 


ZanT 

— 

Whack 

Immune 

CDiibsicn 

— 

[Dim 

— 

SSzz 

— 

Dazzle 

- 

Inaction 

immunf 

[ Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(Lineage) stelet-on Xx skeleton X (bolh must be level 50 or higher) 

EVENT 



Bang 


CracK 

zap 


Zan- 

Siiz 


Abilleeraiur 


Poised 


Drain Magic 


Gcb&lop^er 


Bin Rsnce 


Paralysis 


Sleep 


Sap 


Magical Satrcta&e 


HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

leranp^sj mummy boy xfrogfacfi: slump chump s jailcai 

EVENT 

— 









































































































































































SLIME 


# wtism family I F: rank 


MAX STATS EQUIPMENT 


TRAITS 

CRITICAL MASSACRE 

Doublea the chance d 1 La.nding a ericliraI hit, 





SLIME KNIGHT 

FglWW 


MAX stats 


EQUIPMENT 




am 


WRITE KNIGHT 


TRAITS 

COUNTER STRIKER 

NUnsiar may laonthi counter-attack when attacked. 




CRAFTY FRiZZER 

Rhodes anaiRifls' resistance to Frizr-tyira magic. Has no Effect dh enemies who are Impervious to 

Ffta-iypfl magic. 


UJjJ CRAFTT BANQER 

Reduces enemies' resistanteio Sang-type magic, if as no effect en enemies who ate |mpnfvloi>& tt 
Bang-type magic, 


RESISTANCES 

Frto 

- 

Donh 

— 

Poison 

— 

Pa rays is 

- 

Sang 

- 

AbH-iterator 

- 

- j 

Drain Magic 

- 

Sleep 

- 

Woosli 

— 

Blade Btrnter 

— 

Fizzle 

— 


i “ 

Crack 


fire Breath 

- 

Gobstopper 

- 

Sap 

- 

Zap 

- 

Ice. Bteatn 

— 

Ban Dance 

- j 

Dacelerate 

— 

Zam 

- 

Whack 

— 

Confusion. 


Dim 

- 

Sin 

- 

Dazzle 

- 

Inaction 


Magical Sibotaae 

- 


HOWTO OBTAIN 

SC£l JT 

Aibairass. TraflpJdatipn 

SYNTHESIZE 

- 

EVENT 

— 


RESISTANCES 






FHk _ 

— 

Omsk 

- 

Poison 

l Paralysis 

- 

Bang 

- 

Abllfleratoi 

- 

Crai'i Magic 

j Sleep 


Woosh 

— 

Bizife Blunter 

Immune 

Fizzle 

: Sag 

- 

Ciack 

— 

Fire Breath 

U- 

Gobstopper 

— | Sap 

1— 

Zap 

— 

Ice Breath 

— 

Ban Dance 

Osceieraiu 

— 

Zaen 

— 

YHiacff 

I— .. 

CnnfiFstcin 

Immune j Dim 

[— 

SzZ 

- 

Dazzle 

- 

Inaction 

Magical SaDotage 

- 


NOW TO OBTAIN 

SCOUT 

— 

synthesize 

(samples) snow mangier * helliound; slime x night emperor 


— 



TRAITS 

HIT SQUAU 

Monster can launch mu ltiple attacks to succession. i3 attach) 




TRAITS 

CRITICAL MASSACRE 

Do ui>ie & the chance of tan din g a cr itieal tut. 


FAST LEARNER 

Experience points received after a battle are Increased by l □ ?:. .rmurtiple monsters in l he leant possess this 
trait, this percentage will increase. 


TACTICAL TROOPER 

Monster wilt carrv out an action once or twee in a raw when not given spec me orders. 


Fnzi 

- 

Dork 


Poison 

- 

Paralysis 

— 

Bang 

Vulnerable 

Mrlitemtcr 

— 

Dram Magic 

immune 

SteE}] 

- 

Woosh 

- 

Blade Blunter 

— 

Fizzle 

— 

Sait 

— 

firatqk 

- 

Fire gn?ash 

— 

Sobs topper 

- 

Sap 

— 

Zap 

- 

lea Breath 

— 

Bar Dan-ce 

- 

Decelerate 

— 

Hn\ 

— 

Whack 

— 

Confusion 

- 

Dim 

Immune 

Sizz 

- 

Dazzle 

— 

inaction 

- 

Magical Sabotage 

- 


HOW TO OBTAIN 


' Synthesize 


Cragravstion (clear) 


{examples) metal shne kmght x wnecktor; angel slime x danglerllsh 


RESISTANCES 




Frizz 

- 

Dank 

— 

Poison 

— 

Paralysis 

- 

Bang 

— 

Ahiliieracn 

— 

Dram Mage 

— 

Sleep 

— 

Woosh 

— 

Blade Blum-et 

r - 

Fizzle 

— 

Sag 

— 

Ciagk 

— 

Fire Breaih 

- 

Goteto'pjser 

- 

Sap 

- 

Zap 

— 

Ice Breath 

- 

Can Dance 

- 

Decelerate 

— 

Zam 

— 

Wrack 

- 

Confusion 

- 

Dim 

— 

Sin 

1- 

Dazzte 

- 

Inaction 

- 

Magical Sabotage 

- 

HOW TO OBTAIN 



■SCOUT 

- 

SYNTHESIZE 

(Lineage) slime x slime (both mist he love! 2Q &r hrghari 

EVENT 

i - 
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MONSTER DATA 



















































































































































































MONSTER DATA 



TRAITS 

CRITICAL MASSACRE R ZAPMEISTER 


THATTS 

TALENT SCOUT 


Doubles the nhance ol landing a crilical hiS 


Roosts 2 sMy pfl a Meets while decreasing Scout gauge can be boosted when a show of stnemjth is launched. 

MR conaumplion. 


TACTICAL TROOPER 


Monster writ l carry oul an anti nn o i on -or twice I n a 
rpw wh(;n n pt g h/e n spetiEic □ rders. 


CRAFTY MAGICAL SABOTEUR 


ns 


Reduceseoemie 3 ' resistance to Magic Frailly* Has notflecton erauntfr&whoire Impervious 1o Magic FiaJIti 


RESISTANCES 


Frrzz 

- 

Cook 

1 Poison 

- 

Paralyse 

- 

Bang 

- 

AJ&il Iterator 

- 

; Drarn Magrc 

— 

Sleea 

- 

Woosh 

- 

Btade Blunter 

- 

! Fizzle 

— 

Sag 


Crack 

- 

Fire Breath 

Reflect 

; Gobs'opper 

— 

- 

Sap 

- 

Zap 

- 

Ice Brealh 

— 

Elan Dance 

— 

Decelerate 


Zam 

- 

Whftck 

- 

Confusion 

— 

Dim 


Siiz 

Dazzle 

— 

inaction 

— 

Magiul SaboiapB 

- 


HOW TO OBTAIN 


scoui 


SYNTHESIZE 

(Lineage) slime K * slime Mboth must be level 5Qor lugber? 

EVENT 

- 



SNAPDRAGON 


s 



TRAITS 

ARTFUL DODGER 


Doubles tha chance o^ evading enemy attacks. 


RESISTANCES 






Frizz — 

Bonk 

— 

Poiaoh 

- 

Paralysis 

Bang — 

AtJliiletator 

— 

Draan Magic . 

- 

Bleep | — 

Woosh - 

Blade Blunter 

— 

Fizzle 

- 

Sag 

Crack — 

Fire fcrajth 


Gbbstopper 

- 

Sap j Immune- j 

Zap 

Ice Breath 

— 

Ban Dunce 

— 

Occelerala 

Zam — 

Whack 

Vulnerable 

Confusion 

— 

Dim 

Sizz 

Dazzle 

— 

1 radian 

- 

Maglal Sabnlapo ] — 


HOW TO OSTAIN 

SDDUT 

Unsltore (dear) 

SYNTHESIZE 

(examplej wild slime a mummy boy; slime x wild slime 


- 



TRAITS 


ARTFUL DODGER 


Dou bles the chance of eVati in p antriy altacIts. 


CRAFTY DECELERATE 

Reduces enemies’ resistance to Decgferate-ty pa magic. 
D.efsl&f&fs-type magic. 


no aflect os enemies who are impervious to 


ABLE AMBUSHER 

Doubles the chance of launching pre-omul I ve strikes 



ZSM 



Vulnerable 

Don* 

- 

PaisifPi 

— 

Paralysis 

— 

Bang 

— 

AbilSfraigt 

— 

Dram Magic 

- 

Sleep 

— 

Wocsh 

— 

:••• filunrer 

— 

Fizzle 

- 


— 

Crlflk 

Heals 

Firf Breath 

Vulnerable 

GobstoppEr 

- 

Sap' 

— 

~zr 

Zap 

— 

lea Breath 

Heals 

Ban Dance 

- 

Docderale 

— 

Za.m 

- 

mm 

- 

Contusion 

— 

Dim 

— 

Sizz 

- 

Bazare 

- 

Inaction 

- 

Mstfical Sabo w 

- 




1 SCOUT ; 

Ic&alatlon (day) 

SYNTHESIZE 

(axenaplfls) mischievous mDls x wild hoariidi; mischevueis mole :< dancing flame 

iEVENT 

“ 
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E3 


SNOWMANGLER 

1 


MONSTER. FAMILY 



MAX STATS 


EQUIPMENT 


HP'. •: 

550 

m, 

500 

Attack 

500 

Defense 

530 

Agfoiy 


Wir^om 

520 


£ 


s/ 


CRACK AStZZ 






. 


: 


SOULSPAWN 


176 


m ' MOMSTCFIFAM-LY' I .fi; RAMS 


MAX STATS 





TRAITS 

CRACKMEISTEfl 

Boosts Zam-type magk elects while decjreasir^g MP consumption. 

n 

TBA1TS 

HIT SQUAD 

MpiiSUr can launch mulliple Attacks in succession. (3 attacks) 

CftAFTY CRACKER 

Reduces enemies' resistance to Crack-type magic. Has no etFect on enemies who are impervious to 
Crack-1 ype magic. 

Em 

CONFUSING TOUCH 

Can confuse anemies when attacking. 



mm/gm 

^MBThod 

W </ t i rWMi 


m 

1 960 

^ GRAVEHEAHT 

ET1 


FlWZ 

ViAAsrabla 

Dank 

_ 

Poison 

- - ! 

■" i 

Paralysis 

- 

Bang 

: — 

AbilBceralai 

_ 

Dram Magic 


Steep 

- 

Woosh 

— 

Blade Blunter 

— 

[ Fizzle 

— 


— 

Csaci 

Heals 

Firs firtalh 

Vulnerable 

Gotetopper 

- 


- 

Zap 

_ 

Ice Breath 

Heats 

] Ban Dance 

- 

Decelerate 

- 

Zam 


Wiapk 

— 

| Oonfat^ian 

— 

Dim 

I — 

Sta 

- 

Baa^E 

— 

i Inaction 

saiw. 

Magical Sabotage 



RESISTANCES 

h\n 

— 

Donk 

— 

PDlSOfl 

Itnmunu 

Parih/sis 

— 

Bang 

— 

ftbSitarator 

- 

Drain Magic 

— 

Sleep 

— 

Woosh 

— 

Blade Bl niter 

— 

FI22I0 

— 

Sag 

— 

Crack 

— 

fine Bnealh 

- 

EobslOpoer 

—~ 

Bap 

— 

Zap 

Vulnerable 

see Bmath 

- 

Ban Dance 

- 

Decelerate 

— 

2am 

— 

[ Whack 

Immune 

Conruslgn 

- 

Dim 

— 

Bizz 

Immune 

Dazzle 


Inaction 

- 

Magical Sabotaga 

— 



TRAITS 

PSYCHO 

Allows monsters Lo psytua up m battle 

CFLAFTY ZAPPER 

R e duces demies' resistance to Zap-type mag-ic. Has no effect da enemies who am impervious w 
Z*p“1 ype magic. 


m 


mil St HANG 

TRAITS 

bangmeister 

Boosts Bans-lype magic effects white decreasing MP coemption. 

CRAFTY BARGER 

Reduces ene m ias 1 rest ala rise =o Ban q-I ypu magic. Has no e l J eet on e n em ibs w ho are: mperv ious 
lo Bang-typo magic. 


RESISTANCES 


F- r iiz 

_ 

Dank 

— 

Poison 

- 

Paralysis. 

- 

Bang 

Vuimarabte 

Abjliterator 

— 

Drain Magic 

Immunn 

Bleep 


Woosh 

_ 

Blade Blunter 

— 

fizzle 

- 

Sag 

— 

crack 

_ 

Plie Breath 

- 

Gobstopper 

- 

^Sap 

— 

Zac 

_ 

Ice Bretfl! 

- 

Ban Dance 

- 

Decelerate 

“ 

zam 

_ 

Whack 

- 

CCmtuskm 

—“ ( 

Dim 

- 

Sin 

Vulnerable 

Dazzfe 

- 

Inaction 

- 

Magical Sabotage 

“ 


HOW TD OBTAIN 


SCOUT iceolation_ _ 

sizE rarampies) Jalkcat * motile alma; jallcat x dracty 

’event T— 


resistances 


Fnzz 


LO K 

— 

Fojeon 

- 

Paralysis 

Bang 

H4als 

Abilfieratui 

3 

Drain Magic 

- 

Sleep — 

Woosn 

_ 

etada Sluder 

- 

lizzie 


Bag 1 — 

Crack 

Vultrtlitife 

F-re Brealh 

- 

Gobs-lopper 

- 

Sap j — 

Zap 

— 

• Ice Breath 

- 

Ban Danw 


DecEtarata j — 

Zam 

_ 

Whack 

— 

Conxion 

- 

Dim f — 

SI u 

Heats 

D^zzk 

— 

i Inaction 

- 

Magical Sabotage — 





HOW TO 09 IAIN 


300UT 

Doubtbdek {clear, day) 

SYNTHESIZE 

(examples l wax. murderer sc satyr; weaken beakpn s lunghoui 

EVENT 
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MONSTER DATA 


STARK RAVEN 

mmpmm 





max STATS 




BIRD BRAIN 


TRAITS 

ARTFUL DODGER 

Doubles the chance o-f evading enemy attacks. 


HECKLING HECTOR 

Whan an enemy's tension Increases In batik ml toes" tension will automaticallydeciisSSe. 


RESISTANCES 







Frizz 

- 

Dgiik 

- 

Poison 

- 

Paralysis 

- 

Sang 

Vulnerable 

Abilfterator 

- 

Drain Magic 

- 

Sleep 

- 

Woosh 

- 

Slade Blunter 

- 

Fizzle 

- 

Sag 

- 

Crack 

— 

Fire SnealJt 

— 

Gobstopper 

— 

Sap 

— 

Zap 

- 

ice B'rkth 

- 

Ban Dane? 

- 

Decelerate 

— 

Zam 

— 

Whack 

Immune 

Contusion 

— 

Dim 

- 

Sizz 

- 

Dazzle 

- 

Inaction 

- 

Maslcal Saaoiage 

- 


HOW FO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(g=tanpi3£) QOrtrillax ethereal eunc-ent; paws :< darK slime knrghl 

EVENT 

- 


SWARMTROOPERS 


MAX STATS EQUIPMENT 




H 


vV.' VvY 


s ESS! 

WOOSH & ZAP 


TRAITS 

ARTf CL DODGER 

Demmes the char- caxii evad lug an emy ailacks, 

HIT SQUAD 

Monster can launch muHtpifl attacks In successfon |t attacks) 


STUMP CHUMP 


14 


MONSTER FAMILY I p RANK 



MAX STATS 


HP 

LC 

m ■ 

310 J 

Attack: . 

"m ' 

Defense? 

540 j 

Agility 

Tfiil 

Wisdum 

26D \ 


EQUIPMENT 

y I 
j 

✓ 



GREEN FINGERS 


wm 


TRAITS 


Fnzz 

Yulreiable 

Penh 

- 

Fois-un. 

- 

Paralysis 


Bang 

— 

Abilitierator 

- 

Drain Magic 

- 

Sleep 

: — 

Woosh 

- 

Blade Blunter 

- 

Fizzle. 

immune 

Sag 


Crack 

— 

Fire Breath 

- 

Gob-stopper 

- 

Sap 

- 

Zap 

— 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

p 

2 am 

- 

Whack 

- 

Confusion 

- 

DCm 


Sizz 

— 

Dazzte 

- 

inaction 

— 

Magbnai Sabotage 

\ - 


HOW ID DBTAtN 


Treepidatmh 


(examples) ghost it d reeky: haaMme * mischievous mole 


TEENY SANGUINI 

fm cm 



MAX STATS EQUIPMENT 






: AgHifty 
WisSOETl 

710 

310 

SK9SHJ WlHUsrJ* KsxKKiii 

B ✓ G9H 

FRIZZ £ ZAP Ml 



TRAITS 

STRANGELY ALLURING 

Can dazrlz encmiES and isnmobilise-them at the start of a bait;e 

FAST LEARNER 

Exp&NEJtce points rec&ivEd after a battle are increased by 10%. It multiple monsters in tlie team possess th is 
trail, this percentage will increase. 


RESISTANCES 


Fr^ 

- 

| Dortk. 

— 

; Parson 

- 

Paralysis 

— 

Barg 

- 

Ahi iterator 

— 

‘ Dnsn Magis 

— 

Sleep 

— 

Woosh 

- 

Blarfa Blunter 

— 

: Fizzle 

- 

Sag 

— 

Crank 

- 

Fire Breath 

Vulnerable 

CobstpppflT 

— 

Si? 

— 

Zap 

— 

Ice Breath 

— 

i Ban Dance 

— 

Decelerate 

- 

Zam 

— 

Whack 

— 

CpnFusifln 

- 

Dim 

- 

Sizz 

- 

Dazzle 

- 

[ Inaction 

immune 

Magical Sabotage 

- 


HOWTO OBTAIN 

SCOUT 

Tneepldahon 

SYNTHESIZE 

— 

EVENT 

- 


RESISTANCES 


Fr.zz 

- 

Pwtk 

- 

Poison 

- 

Pampas 

- 

Rang 

— 

A bl Iterator 

- 

Drain Magic 

— 

Sleep 

- 

Wtypsh 

- 

Blade Blunter 

- 

Fizzle 

— 

Sag 

- 

Crack 


Fire -Breath 

— 

Gobstopper 

— 

Sap 

— 

lap 

- 

ice Breath 

— 

Ban D&nre 

Immune 

Decelerate 

r !l 

Zam 


What* 

— 

Confusion 


Dim 

f— 

Sizz 

- 

ttezzle 

- 

! Inaction 

- 

Magical Sabots 

- 


HOW TO OBTAIN 


SCOUT Chance encounter with Dragon Ou^at IX 

SYNTHE SIZE (examples'! chalnine t spiked harE: mischievous mole k imp 

EVENT * — 
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TEENY SANGUINI X 


158 


. MONSTER FAMILY I B RANK 



TEENY SANGUINI XY 


MAX STATE 


EQUIPMENT 




s F1A?JK : 




MAX STATS 


EQUIPMENT 






TRAITS 

EARLY 6-IRP 

Monster wil I attack first i n battle. 

STRANGELY ALLURING 

Dan eazzla enemies and immobilise them at ihe stari 
of a tattle. 


YELLOW-BELLY 


Monster may occasionally become flustereo and 
unable to act. 


TRAITS 
EARLY BIRD 

Monster will Bitack first m bailie. 

WAVE OF RELIEF 

Wove ol Relief may be launcti^a automatically 
during bottles. 


USER HELPFUL 

n YELLOW-BELLY 




Monsier may occasionally become flustered and 
unable to act. 

RABBLE ROUSER 

Dan increase tension of ail arks a: Uiestarl 
ofa battle 


RESISTANCES 

• Frizz 

- 

Donk 

— 

Poison 


Paralysis 


j Bang 

— 

AbilitEralor 

h - 

□rain Magic 

- 

Sleep 

— 

Woosh 

— 

E liiilb Blunter 

- 

Fizide 

— 

Sag 

- 

Crack 

— 

Fire Breath 

- 

Gcbstnoper 

- 

Sap 

— 

Zap 

— 

l£a Breath 

- 

Ban Danca 

ImmLrfia 

DeOglOrtta 

- 

| ZsiH 

— 

Whack 

— 

Contusion 

- 

> Dim 

— 

Srz? 

Immune 

□Hite 

- 

tnectliw 

- 

Magical Sabotage 

- 


HOW TQ OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(Lineage) leeny sangluni sc leenysangiunl (both must be level £0 or higher) 

EVENT 

- 


Frizz 

- 

flank 

- 

Poison 

, Paralysis 

- 

Bang 

- 

Abiliterator 

- 

□ rain Magic 

- 

Sleep 

— 

W<n§h 

- 

Slade. Blunter 

- 

Fizzle 

- 

Sag 

- 

Crack 

— 

Fire Bream 

- 

e-t&stopiwr 

- 

Sap 

— 

Zap 

- 

leg Breach 

- 

Ban Danse 

— 

Decelerate 

- 


— 

Whack 

- 

Confusion 

- 

OlM I 

- 

Siz7 

- 

Barrie 

- 

inaction 

- 

Magics Sabotage 



HOW TO OBTAIN 




SYNTHESIZE (LUteagt) teeny sangluni x a leeny sangluni x (bum must be level 50 ar hiQ|igr| 


EVENT 



Monster can launch mu Itiple attacks in succession. increases damage dealt by attacks, skills and abilities. 

(2 attacks) 

HEALTH PROFESSIONAL 

Boosts healing spell ellecte while decreasing 
MP mnsumplldh. 


TRAITS 

CRAFTY PARALYSER 

Reduces enemies' resistance to paralysis. Has no Effect on enemms who are m pervious to paralysis 


RESISTANCES 

Frizz 

- 

Donk 

- 

Poison 

- 

Paralysis 

- 

Bang 

- 

Mjjfetor 

- 

Drain '(Waste 

- 

Sieea 

- 

Woosn 

- 

Btade Blunter 

- 

rrzzie 

- 

! Sag 

- 

Crack 

immune 

Fire Bream 

Vulnerable 

Gobslopper 

- 

Bap 

- 

. Zap 

- 

Ice Breath 

- 

Ban Dance 

- 

Decelerate 

- 

:7am 

- 

8K 

Immune 

CMlUsion 

- 

Dim 

— 

Sizz 

- 

Dazzle 


hacltan 


Magical Aafrrtage 

Immune 


RESISTANCES 

frizz 

- 

Dank 

- 

Poison 

— 

Paralysis 

- 

ftang 

- 

Abiliterator 

— 

Drain Magic 

— 

SI&EO 

immuna 

'iVoosli 

- 

Blade Blunter 

— 

Fizzle 

— 

Sag 

- 

Crack 

- 

Fine Breatii 

- 

Gc& stopper 

- 

£pp 

— 

Zap 

Vulnerable 

ltd Breath 


Ban Dance 

— 

Decelerate 

- 

iSL. . 

- 

" 

Immune 

Confusion 

- 

Dim 

- 



Darcl-ti 

- 

Inaction 

- 

Magical Sabotage 

- 


NOW TO OBTAIN 

SCflUT 

- 

SYNTHESIZE 

gnpeuiiM * Dual Duelfeis; gripevine x Dorsal Fj en d: gripeune x Mortella; griaevinex Esorsus 

EVENT 



HOWTO OBTAIN 


(Lineage) iright knighi i wallin' weed 
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MONSTER DATA 




TRAP BOX 


MAX STATS 



EQUIPMENT 


tip ■. 

9£0 

MP 

660 

Artec*;'" 

760 

Dotonsit ; 

350 

Aglly ; 

6BO 

WiSilCHTi: 

740 


FEAR-MONGER 



TRAITS 

CRITICAL MASSACRE 

Doubles the chance ol saadtng a critical hit. 

PERILOUS PARRIER 

Mo n-st€r will u &ua siy susiai H more da mag e. ton t wi II flccasloitaiiy ta ke n ene. 


; Fri Z, T- 

1 Donk 

- 

Poison 

- 

Pgra tails 

Immune 

j'Bang |— j 

Abiltteraior 

- 

Bran Magic 

- 

Sleep 

- 

! WoMh 

Slade Blun'u < 

- 

Fizzle 

- 

Bag 

- 

CFack j — 

Fire Breath 

— 

to [stopper 

— . Sap 

- 

Zap 

Ice B--aa:h 

- 

Ban D&nce 

Decelerate 

— 

Zam ] — 

Whack 

immune 

Contusion 

— [itlm 

“ 

Si2z | — 

DajjJe 

- 

inaction 

Magical Ss&olage 

— 


HOW TO OBTAIN 


Scout 


four-body) cajinitox x mimic x mimic t metal kaiser slime 


IRAUWIINATOR 


MAX STATS 


EQUIPMENT 


■ 


HP 

1260 

m. 

500 

AttiOe+i 

510 

iftfcrisia 

1100 


990 

mttoiti : 

650 


DARKLIGHT SLASHES 


* 


TRAITS 

DOUBLE TROUBLE WM SIG HITTER FRI 

Monster will sot twice in succession when nosgivan Incrflasec damage dealt by attacks ?lcill!!: and abilities, 
specilic orders 

BANSMEISTER £9 CRAFTY INACTIVIST (J|J 

Sonets Bang -type mag it effects wti ire dec ra asi no Reduces e be an a s' rasi sta nee So missing a turn. 

VI p can sump tinn Has no effect on enemies whu are re isten! to 

missing JtHlrri. 


resistances 

Frizz 

- 

0crak 

— 

Poison 

Immuufl 

Parztysis 

immune 

Bang 

- 

Abillteralor 


Drain r&igid 


Sleep 

Immune 

Woosh 

- 

Blaito Blunter 

Immune 

Fizzle 

- 

Sag 

Vulnerable 

Crack 

- 

Fire 8 real h 

- 

Gotostoppe? 

- 

?at 

— 

7M 

ImmunE 

Ice Breaiii 

— 

Ban ClancE 

- 

□■SCsKlqEe 

— 

Zam 

j — 

Whack 

IrnmuM 

Confusion 

immune 

Dim 

— 



Datzte 

- 

inaction 

immuuna 

Magical Sabotage 

— 


HOWTO OBTAIN 

SCOOT 

— 

SYNTHESIZE 

(Liunaga) orverki Ming machine x -tun 


— 


TREEFACE 



C hank 


MAX STATS 


ECUIPMENT 


HP 

950 

JYIP . 

400 

ftteaek 

630 

.bearish 

7&& 

AgfHty ■■ 

4QD 

WlStfCEFl 

430 



TRAITS 

HIT SQUAD KT1 BIG HITTER MM 

Monster can launch mulW attacks In succession. increases damage dealt by attacks, skill 5 and abilities. 
it attacks) 

STEADY RECOVERY flp. 

Monster ^covers a fittls. HP eacn time it acts in battle. 




TRODE 


X bank 


MAX STATS 


EQUIPMENT 





a ✓ 



TRICKSTER 


TRAITS 

PSYCHO | 

Allows monsiers to psyche up 111 bailie. 

ESCAPE ARTIST | 

Monster will always bs able to flee from a battle 



COUNTER STRIKER MTM 

Munster may launch acounlerNstteek xtfien attacked 

HECKLING HECTOR EM 

Whet an enemy's tension increases in battle, all f«' 
tension will automatically dfrereasa. 


RESISTANCES 


Frizz 

Vulnerable 

Donk 

— 

Prison 

- 

RamtysHi 

— 

Sanp 

- 

AbilileraJtor 

Immune 

Dram Magic 

— 

Stoep 

— 

Yto&sh 

— 

Bla-ae Blurttfi i 

— 

Fizzle 

- 

Sag 

“ 

Crack 

- 

Fire Breath 

— 

Gobst&pper 

— 

Sap 

- 

Zjp 

- 

Ira Breath 

— 

San Dance 

Immune 

Decelerate 

- 

Zam 

— 

Whack 

- 

GonFusion 

— 

Dim 

- 

& 22 

- 

Daiile 

- 

Inaclian 

— 

Magical Satonlage 

~ 

HOW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(Four-body) cap&lchum x tapsitngm x stunji ctiump y stomp chump; 

(examples) knalamari kid x beheiriom slime; scorpion x dragon slime 

EVENT 

— 


Frizz 

— 

Dun* 

- 

Poison 

- 

Paralysis 

- 

sang 

— 

AbiliteraHot 

Immune 

. DraMi Magic 

- 

Sleep 

— 

Woosh 

— 

Bla.dE BfjjnlE r 

— 

; Fizzle 

ImmunE 

Sag 

— 

■Crack 

- 

Fim Breath 

Immune 

| Eobstapper 

- 

Ssa 

— 

Zap 

— 

Ice Breath 

— 

Ban Dance 

- 

Decelerate 

— 

Zam 

— 

Whack 

Immune 

| Cartiu&ion 

— 

Dim 

- 

Sizz 

- 

Dazze 

- 

iruclron 

- 

Magical Sabotaga 

— 


HOW TO OBTAIN 


ECOLfT 


SYNTHESIZE 


four-body) nokturnus Kxenlon x gem slime * dual Duellers; uoktumus x sanlnn Jt gem slime k 

Do rsal Fiend: nokLuruus x Kenton x gem sli me * Cansar __ 
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HIT SQUAD 

Monster can launch multiple attacks m succession. (2 a.ttacks;i 


CLOSE SCRAPER 

Enables mobstertp survive fatal dania'gt with imp. 


FOOT OBA6GEH 

Monster can occasionally reluse to listen to orders 
and not act. 


Frizz 


i Donk 


Pols&n 

— 

Paralysis 

— 

Barg 

— 

. Ahiliterator 

— 

Drain Mage 

— 

u $kop 

- 

Wgpsli 

— 

BlidE Bcunler 

— 

Fizzle. 

- 

Sag 

Immune 

Crack 

— 

' fire Breath 

- 

Gobstopper 

- 

Sap 

- 

Zap 

— 

ke Breath 

— 

Ban Danes 

— 

Oecsleratp 

Vulnerable 

Zani 

—" 

: Whack, 

— 

Cbntusbr) 

- 

Dim 

— 

Size 

- 

: Dazzle 

- 

inaeilw 

- 

Magical Sabotage 

- 


HOWTO OBTAIN 


SCOUT 


NeHOptriis (day) 


(examples ■ abyss di'yar it magic slime: pastagon x dark silma 


RESISTANCES 


Frizz 

— 

1 Donk 

— 

Poison 

— 

Paralysis 

— 

Bang 

— 

fchintorater 

— 

Dram Magic 

- 

Sleep 

— 

Woosh 

Immune 

Blade Blunter 

— 

Fizzle 

— 

Sag 

Immune 

Crack 


Fire Breath 


iaobstoppei 

— 

Sap 

Immune 

Zap 

— 

Ice Breath 

— 

Bsn Dance 

— 

Decelerate 

— 

Zam 

— 

Whagk 

Vulnerably 

Cgntosi^n 

— 

Dint 

- 


- 

Dazzle 

- 

Inaction 

— 

Magical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

- 

5YWTHESI7F j 

- 

EVENT 

Alter 2QD communication battles, an ultra slime appears, in the holding pen 



TRAITS 

RABBLEROUSER 


TRAITS 

POISONOUS 


Can incase tension et alt allies at the start ql a tattle 


Monster may rollict poison an enOTIlK upon being attacked. 


RESISTANCES 

Frizz 

Vulnerable 

Drink 

— 

PoirSOh 

— 

Paralysis 

- 

Bang 

_ 

Atilitaratgr 


Drain May-c 

_ 

Stop 

— 

Woosh 

— 

Blade Blunter 

— 

F-izzi-e 

Immune 

Sag 

— 

Brack 

_ 

Fira Breath 

_ 

SobatPpper 

- 

s * 

— 

Zap 

— 

: Ice Brealh 

— 

Ban Dance 

— 

Decelerate 

- 

Zani 

— 

! Whack 

— 

Donluskm 

— 

Dim 

— 

Sin 

- 

! Dazzle 

- 

Inaollon 

- 

Magical Sabotage 

- 


HOWTO OBTAIN 


{Lineage) skeleton solider x king help: phantom swordsman * king help; 
'wain^es, ^nacprslricjontdrak) arge; Frjghj nniqiij * deicing I sink 


fws 

_ 

Donk 1 — Poison 

, Immune 

Paralysis 

— 

Ban? 

— 

^iterator 

— 

Drain Magic 

[ — 

•Steep 

— 

vvoo&h 

— 

Bsade Blunter 

— 

Rzzto 


Sag 

— 

Crack 

— 

Fire Breath 

— 

1 

1 

s 


Sap 

— 


Vulnerable 

ice Breath 

- 

Ban Dance 

— 

Decelerate 

— 

Zam 

— 

Whack 

Immune 

Contusion 

! — 

Dim 

— 

Si ll 

- 

Phtfie 

- 

inaclflii 

- 

Magical satotage 

- 


HOW TO OBTAIN 


SCOUT 


| Bemiismeum (cNrar, irightj 


SYNTHESIZE I (examples) botia consMor x dangler tlsh: bona constrictors da ncing -lane 


EVE! 


:«t 
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MONSTER Dim 




TRAITS 

FRIZZMEISTER JfTt 

Boosts Frizz-type ma-alc eflects while decreasing MR consumption. 


TRAITS 

HIT SQUAD HI 


M pnster can • aunch mu Hi pie aU a sks in an see 5 51 on, 12 attacks i 


CRAFTY OIMIVIER m 

Bed uses enemlss' resistance to Sim-typE magic, H3s nOfl-ffact on enemies who are impervious so 

Dim-type magic. 



HOWTO OBTAIN 


&C0UT 

— 

SYNTHESIZE 

(e*aitipies) mud mannequin st msesuevous mo'e; v/eaKon ttsakonx stump cnuitiji 

EVENT 

I- 


RESISTANCES 


RESISTANCES 







Frizz 

_ 

Deni 

- 

Poiscm 

- 

Paralysis 

- 

Sang 

_ 

flbiliterstar 

— 

Drain Magic 

- 

Sleep 

- 

Woosh 

_ 

Blade B'unier 

— 

Fizzle 

- 

.53 _ i 

— I 

C^Ck 

_ 

Fi-9 Breath 

— 

Gohstopper 

— 

Sap 


Zap 

_ 

leu Brestfi 

— 

Ban Dant* 

immune 

DeceieraEfi 

Immune [ 

ZftTl 

_ 

Whack 

— 

Conluslon 

- 

Dim 

T J 

Sizz 

— 

□±zie 

- 

inaction 

- 

Mag seal Sabotage 

- 


HOW TO OBTAIN 


scojir 

SYNTHESIZE 

EVEtff 


jc i uhlback (mean _ 

lexamples) harnnemoqd* bubo-lH slime, 


mischievous male 3t hualsiime 




WAX STATS. 


BF 

570 

m . . 

300 

'.Attack. 

5BD 


640 

.Atfl.lt/ • 

420 

Wtscfoffl' 

380 




TRAITS 

CRITICAL MASSACRE 

Doubles lbs eh ante of lending a critical iiic. 




TRAITS 

HEALTH PROFESSIONAL HI 

Boostsheaikns spell&fiect&whiie decreasing MFconsumption. 


HIT SOUAD 

Monster san Saunch multiple attacks in siKCetsion. (£ attacks) 


CRAFTY WHACKER 


Reduces enemies' resistance to Whack-lyf» magic. Has no effect tm enemies who are imper-iouEto 
Whack-type magic. 


RESISTANCES 


Frizz 

_ 

Donk 

— 

Poison 

- 

Pgraiysss 

- 

Bahg 

_ 

AhElreratOr 

Vulnerable 

Drain Vlafifcc 

- 

Sleep 

- 

Woosh 

Cragk 

_ 

Blade Blunter 

— 

Fizzle 

Immune 

Ssg 

- 


Fire Bmatfr 


Gohstcpper 

- 

Sap 

- 

Zap 

_ 

lea Breath 

— 

Ban Dance 

- 

Decuarita 

- 

Zam, 

— 

Whack 

— 

Donfirsmn 

— 

Dm 

- 

'Sizz 

- 

j Dazzle 

- 

inaction 

— 

MagisiJ SadtUBjfe 

— 




SCOUT 

EYNTH|&!^ 

EVENT 


1 examples) ere * gestagen, nighl emperor x angel slime 
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TRAITS 

POISONOUS 

Monslar may Inflict poison on a ramies upon hein-q attacked. 

MAGIC REGENERATOR 

Monster raccwfars a little MP each time II acts- sn battle. 



WILD BQARFISH 


0 ^ MONSTER FAMILY 



MAX STATS 


EQUIPMENT 


If; % 

m | 

w 

'170 

Attack 

470 

Defense 

500 

Agility . 

470 

Wisdom 

~4b0 ^ 



TRAITS 


PARALYSING 


Monster may inllfcr paralysis on mm-.n upon naing attacked 




CRAFTY INACTIVIST 


KTT1 


tedueea rested* * missis a turn Has m efl&cl on enemies into m relsiani to missing a turn. 


Htt 

immune 

Dqhk 

— 

Poison 

- 

Paralysis 

— 

Ban& 

Immune 

A&iliterator 


Crain Mngir. 

— 

Sleep 

imimns 

WdOih 

immune 

Etedft hunter 

_ 

Fezzle 

— 


— 

Qradi 

Immune 

Fre Breath 

!— 

Goistcpjsr 

- 

Sap 

- 

Zap 

Immune 

ice ir&aUi 

— 

Ban Dance 

— 

Decelerate 

— 

Zam 

immune 

Whack 

Immune 

Confusion 

— 

Dim 

— 

Sszz 

Immune 

Dazzle 

- 

inaction 

- 

MagrcH Sabotage 

- 


HOW tQU&IAIN 


| SCOUT 


(Lineage) lorteted soui a king slime; tortianed soul x king bubble slime 




THAFTS 

PSYCHO 

Allows monsters igjjsyulie up in battle. 


TRAITS 

HIT SQUAD 


COUNTER ACTIVIST 


Mrmicr :.av. launch multiple attacks iii succes&io:i Gaunter is conslantty activated and cannot 
[2 attacks;- be cancelled. 


WAVE OF RELIEF 


Wave at Relief may be launched automatical 1 !? 
builng battles. 


RESIST 

MUCES 


Frizz 

— 

Dank 

— 

Poison 

— 

Paralysis 

— 

Sang 

— 

Abllkerator 

— 

Drain Magic 

- 

Sleep 

Reflects 

I'.'OOGh 

— 

Blade Blunter 

— 

Fiala 

- 

Sag 

- 

Crack 

— 

fire Breath 

Immune 

GoiKtflpH^r 

- 

Sap 

- 

Zap 

Heal 

s Ice Breath 

— 

Ban Dance 

— 

Decelerate 

- 

Sam 

| Vulnerable | Wnwk 

Vulnerable 

Contusion 

- 

Dim 


Siiz 


Dazzle 

— 

Inaction 

- 

Magical Sabotage 

immune 


ROW TO UflTAlN 






SCOUT 

— 

SYNTHESIZE 

(Lineage) wullepadfl aefi x ijteal godbir'd 

EVENT 

- - 


RESISTANCES 


Frizz 

— 

D(5r* 

immune 

Poison 

- 

PaialysK 


3ing 

- 

Abititerator 

- 

Dram Magic 

- 

Steep 


.Vopsh 

- 

Blade Blunter 


Fizzle 

- 

Sag 

f Immune 

Crack 

- 

Fire Breath 

— 

Gobatopper 

- 

Sap 


Zap 

- 

Ice Breath 

- 

Ban Daice 

— 

Decelerate 


Zam 

— 

Whack 

— 

Confusion- 

- 

Dim 


Sizz 

*- 

Dazzle 

- 

inaction 

- 

Magical Sabotage 



HOW TO OBTAIN 

SCOUT 

Iceolation: Cragravalion l clear) 

zVtfTHESlZE 

(fixarnptes) drake slime k drohl drone: slime x froglace 

^HL 

- 
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MONSTER DATA 


WINKY 


21 


W '^MlJI^STEa'FAMlLV'’ 


MAX STATS EQUIPMENT 




41D 

np-v'-.’-: 

360 

mm 

440 


520 

■ A(flMy ■ 

360 

WisdosTt: 

2D0 




TRAITS 

DESPERADO 

litcrBases-the chance ol fending a srlilcal hit whan HP is extremely low, 

CRAFTY FIZZLCB 

Re totts Anomies' resistance to Fizzle-type magic. Has na effect on enemies who are impervious to 
FN&'-typa magic. 



Mon star may mil iet pol&on on enem ies upon (Hi ng M onster may inflict paralyse on en emias u pon 
attacked. being attacked. 

GRAND SLAMMER M LATE RISER 

Attacks strike all enemies and damage .t!8&*t by skills Monster may occasionally tall as me? at the start 
and abililies increases. nf battle. 


Frm 

— 

Donk 

- 

Poison 

- 

Paralysis 

- 

Bang 

_ 

Afoilterater 

— 

Drain Magic 

— 

SleEp 

- 

WoosTi 


Blade Blunter 

— 

fiZZtfl 

I— 

Sag 

— 

Crack 

— 

Fire Braash 

- 

Gobslopfler 

- 

Sap 

- 

Zap 

- 

ice Breath 

— 

Ban Banco 

— 

DeiHtatate 

— 

! Im 

— 

Whack 

Immune 

Confusion 

- 

Dim 

- 

\ Sizz 

— 

Dazzle 

Immune 

inaction 

— 

' Wagicaf Sabotage 

- 


HOW TO OBTAIN 


SCOUT 


SYNTHESIZE 

EVENT 


tramples) lips * rnjdi mannequin: dracky x stump chump 


WRECKTOR 



D W: 



m Jt STATS 


EQUIPMENT 






BANG S WOOSH 




TRAITS 

WOOSHM6ISTER 

Boosts WoosMype magic effects while decreasing MP consumption, 

CRAFTY DIMMER 

Seduces e item its 1 resi stance lo Dl m -lyp e ag ic. Has no ettec i on enemtes who a i >: impervious to 
rum-lyere magic. 


im 


RESISTANCES 


frizz 

_ 

tumm 

?dison 

Immune 

Paralysis 

j Immune 1 

Bang 

_ 

Ablliteratcir 


Drain Magic 

- 

Sieep 

| Immure | 

Woosh 


BlSttfi Blunter 

— 

Fizzle 

- 

Sag 

- 

Crack 

— 

Fire Btealh 

— 

aO&StOppBJ- 

- 

Sap 


, Zap 


ice Brnatti 


Ban Dance 

- 

Decelerate 

- 

Zam 


Whack 

Immune 

Conlusion 

Immune 

Dirn 


Ssu 

- 

DEjIa 

- 


immune 

logical Sabotage 

- 


HOWTO OBTAIN 


s corn 




:NT 


Tr&epidzfoi 


WULFSPADE 


??? RANK 


wz 


WAX STATS 


EQUIPMENT 


"Hip 

700 

MP. 

320 


600 

■tT^sh^e 

760 

Agility . 

600 


600 


✓ mm ✓ 



I s 

* 


WULFSPADE 




TRAITS 

PSYCHO 

Allows monsters to psyche UP IF| ttatrle 


CRAFTYZAPPER 

Reduces enemres' resistance to Zap-type maple. Has no effect QimnHmieswho are impenrlowsto 
Zap-typa magic 


EH 


ESI 



Frin 

_ 

Donk 

_ 

Poison 

— 

Paralysis 

— 

Bang 


AHUfterator 

— 

□rain Mag ic 

— 

Steep 

— 

Wnusfi 

Crack 


Blade Blunter 

_ 

Fizzle 

— 

Sag 

immune 

_ 

Fim Breath 

— 

Gabstupper 

-- 

Sep 

- 

Zaa 

_ 

Ice Breath 

— 

Ban Dance 

_ 

Daceterate 

- 

Zam 

Vulnerable 

Whack 

— 

GunFusion 

- 

Dim 

- 

Sin 

- 

Dazzle 

- 

Inaction 

- 

Magical Sabotage 

— 


HOWTO OBTAIN 


SYNTHESIZE 


(Incarnus) iTtcanlui X NaUC Tor ilv .. .inn Aoriawan 


EVENT 





































































































































































































S3 


WULFSPADE ACE 


'??? SANK 


MAX STATS EQUIPMENT 

a- 




|30 ^ EIZ 9 HH 

^ WULFSPADE 111 


TRAITS 

PSYCHO 

Altows monsters to psyotie up in tattle 



Ed 


HIT SQUAD 

Monster can launch rnulllple attacks in succession. (2 att&cks;. 



TRAITS 
BIG HITTER 

Increases damage rfealt bv attacks, ski Us and abilities. 


Soosls Zap-type FMflic elfecls while decreasing 

VIP consumption. 


TACTICAL GENIUS 


Monster will cam/ out an k Lion 1-3 times in a row 
when not given specific orders. 


RESISTANCES 

| Friz? 

— 

Dook 

- 

Poison 

immune 

PaAl/sds 

Immune 

Bang 

— 

Ahiiiterator 

- 

Drain Ma#e 

- 

Sleep 

- 

Wou:>!i 


Blade Blunder 

- 

Rzzte 

- 

Sag 

- 

; Crack 

— 

Fire Brealh 

- 

Oobslopper 

- 

See 

- 

Zap 

- 

Ice Breath 

- 

Can Dance 

- 

Deceive 


. Zam 

— 

Whack 

Immune 

Go muston 

- 

Dim 

- 

I Sizz 


Oazzio 

- 

inaction 

- 

F4agiwl Sabotage 


HOW IQ OBTAIN 






SCOUT 

— 

SYNTHESIZE 

(incarnus) Ineamus x Nalure Family (rank S Or higb^-rj 

EVENT 

— 




— 




RESISTANCES 

Frizz 

— 

Dcwk 

- 

Poes on 

Immune 

Paralysis 

Fmm-unc 

Bang 

- 

AbllKe'raior 

- 

Drain Magic 

- 

Steep 

immune 

WfKsh 

- 

Blade Blunter 

- 

Fizzle 

- 

Sag 


Crack 

— 

Fire Bream 

Redacts. 

Dgbslopaer 

Immune- 

Sap 

- 

Zap 

- 

Ice Breath 

Reflects 

Ban Esncg 

— 

DeHterata 


Zam 

— 

Win* 

Immune 

Confusion 

Immune 

Dim 

— 

Sizi 

- 

Dazzle 

- 

Inaction 

Immuns 

".■Jjgicdl Sabotage 



HQW TO OBTAIN 

SCOUT 

- 

SYNTHESIZE 

(FOUHway) tmflftl ■serpent :■: cinereal serpent >: alabaEt dragon x omchi 

EVENT 

- 


YABBY 


153 


MONSTER FAfvRY' I C • 


MAX STATS EQUIPMENT 



m 


50 & 




mm Ato 


TRAITS 

HIT SQUAD 

Wordier can launch multiple attacks in succession. (2 attacks) 




TRAfTS 

BOUNCER 

Bounce is constantly activated and cannot be cancelled. 

TACTICAL TROOPER 

Monster wilt carry cut an action once or twee In a row when not given specific orders. 


Frizz 

— 

Denk 

- 

Poison 

- 

Pimtyels 

j- 


- 

Ah il iterator 

- 

Drain Magic- 

— 

Steep 

- 

Woosh 

- 

Btide Blnrtler 

- 

Fizzle 

— 

Sag 

lZ 

Ciack 

— 

Fire Breath 

- 

Gobslopper 

- 

Sap 


Zap 

— 

ke BrEstti 

— 

Ban Dance 

— 

Decelemte 

— 

- 

Zam 

— 

Whack 

yu! derate 

Coelusinn 

immune 

Dim 

- 

5 07 


Dazzle 


tnacsion 

— 

FVagiulSabnhbOH 

- 


HOW TD OBTAIN 


unshoretcliao 


(examples) bar racuda x heyedm, barracuda x dnreing Flame 


Frizz 

f— 

Donk 

- 

Poison 

— 

Paralysis 

— 

Bang 

p 

Abiftsrator 

- 

Drain Magic 

- 

Sleep 

— 

Woosh 

P 

Blade Blunter 

- 

Fizzle 

immime 

Sag 

- 

crack 

P 

Fin? Bream 

- 

Gadstopper 

- 

Sap 

— 

Zap 

Vulnerable 

Ice Bmath. 

- 

Ban Dance 

- 

Decelerate 

- 

Zam 

— 

Wlw* 

Immune 

Confusion 

- 

tun 

— 

Sizz 

P 

Dazzle 

P 

inaction 

Vulnerable 

logical Sabotage 

- 


HOW TO OBTAIN 

SCOUT 

— 

SYNTHESIZE 

(Linage) malrcfii k: Captain Dr aw. malrtrth t dultahan; malmth x wight king 

EVENT 

- 


ISTEH DAT i 

















































































































































































Skiffs are sets of abilities and statistical bonuses. Statfslcai bonuses are functionally identical to Traits. They are active at all times and 
do not have ait MP costAbilities are active, meaning that you decide when to use them, and they often have an MP cost associated with 
them. There is additional information about abilities at the end of this section. 

As monsters level up, they earn additional points for yon to assign to their Skills. As you assign these accumulated points to Skills, 
individual abilities and statistical bonuses become unlocked 



rA lTP H AB E TICAIT L I ST IN GOFSKIL LS 



SKILL 

231 

flber H*ai Ward 

220 

Uber Helpful 

21 a 

Ober Kmght 

216 

Oder Mnlge 

226 

Qb&r Magic Boost 

222. 

Uber Windblast Ward 

23-0 

Uber Wisdom Boost 

224 

Uber Zapotagst 

244 

Vile Void 

m 

Warrior 

138 

What*. Ward 

75 

White KnigTiE 

137 

Wildcard 

73 

Wind Blower 

163 

Wisdom Boost 

104 

Wisdom Boosl II 

185 

Wisdom. Boosl III 

im 

Warder Construction 

31 

Woosh ft Crack 

32 

Woosh ft Crack ll 

33 

Woosh ft Crack III 

40 

Wgosh ft Sizz 

41 

Woosh ft Sizz II 

4? 

' Woosh ft Sizz III 

■ 37' 

I Woosh a Zam 

39 

Woosh ft Zam II 

39 

Woosh £ Zam III 

34 

Woosh a Zap 

35 

Woosh a Zap II 

36; 

Woosh & Zap III 

iaa 

Woosh Ward 

166 

Warmonger 

m 

Wutfs-pede 

136 

WuFfapadell 

143 

Worts pad e ill 

191 

Zam Ward 

190 

Zap Ward 

155 

™ — *• — I 

Zenim Dragon 

155 

Zoma 


# 

SKILL 

m 

G&bstppfmr Ward 

1 22 

Gtavaheart 

164 

Great Godtrlrd _ 

126 

Green Finger 

99 

Guerrilla 

131 

ttawkhart 

132 

Hawkhart II 

ISO 

Ha.wk.hart ill 

77 

Healer 

243 

Hero of the Heave to 

1 127 

Hive Mind 

MOi 

Hun-smar 

94 

Hypnotist 

61 

Ice 

197 

Ice Breath Ward 

62 

Ice IE : 

63 

lea 111 

14 1 

fee raste r 

69 

Ecepiosion Slashes 

205 

inaction Ward 

17Q 

Khalamari 

172 

Lsonyx 

145 

Leopold 

234 

. 

Wage 

gT 

Mage Aid 

213 

Magical Sabotage Wand 

235 

Martial Artisl 

111 

Martyr 

123 

Materialist 

113 

Mime 

'iL 

Missing Lynr 

241 

Morie's Melange 

146 

Mortanor 

; 161 

Morelia 

105 

Myspell 

121 

Naturalist 

106 

Miflheim 

115 

Nightmare 

145 

Nimio 

154 

Orochi 

207 

Paralysis Ward 


* 

SKILL 

200 

Poison Ward 

235 

Priest 

112 

Reaper 

142 

Rhapthome 

143 

Rhapthome II 

173 

Rigor Mortex 

153 

Ruin 

96 

Saboteur 

m 

Sag Ward 

237 

Sage 

171 

Ssoittar 

210 

Sap Ward 

93 

Seal 

55 

Si n ft 2am 

55 

! See ft Zam ll 

57 

Sizz & Z&m III 

52 

Sizz & Zap 

53 : 

Sizz ft Zap II 

54 

Sizz & Zap Id 

192 

Sizz Ward 

20.6 i 

Sleep Ward 

120 

Slimer 

32 

Speedster 

|~Tb5 ; 

Stormsgate Citadel 

233 

Thiel 

|~ ISO 

Ttiornella 

63 

Thunderwind Slashes 

109 

Toughse 

95 

Toxitier 

113 

Trickster 

229 

Uber Agility Boost 

227 

Uber Attack Boosl 

215 

Uber Blessed Blizzardier 

217 

Uber Breath 

221 

Uber Charmer 

£32 

Clber Cold Ward 

214 

Llhei Dark Dynamiter 

223 

Uber Dmklig tit Ward 

223 

Uber Defence Boost 

219 

Uwr Healer 

225 ' 

Uier Health Boost 


# 

SKILL 

140 

Diamagon III 

2i2 

Dim Ward 

93 

Diminish^ 

193 

Do nk Ward 

159 

Dorsal Fiend 

152 

Dr Snapped 

124 

Dragon Lore 

i 138 

Dragonlord 

139 

Dragoman Lord 

201 

Drain Magic Wkrd 

158 

Dual Duell ers 

169 

Empytea 

65 

Enfeeble r 

144 

j Estark 

157 

ExOrSUt 

96 

Fear-mongei 

50 

Fine 

196 

Fire Braalh Ward 

71 

Rre Fighter 

59 

Fine II 

K. 

Fire til 

67 

1 Fi rewind SlashES 

702 

fizzfe Ward 

239 

Rute Warrior 

34 

| Fortifier 

1 

1 Frizz ft Bang 

lC 

[ Frizz ft Bang El 

3 

j Frizz ft Gang HI 

)3 

Frizz ft Sizz 

14 

r Frizz ft Sizz II 

15 

Frizz ft Sizz 111 

4 

Frizz ft Woosh 

5 

Frizz; ft Woosh II 

6 

friz? ft Woosh III 

10 

Frizz ft Zam 

11 

[Frizz ft Zam II 

12 

| Frizz ft Zam III 

7 

1 Frizz ft Zap 

B 

[ Frizz ft Zap II 

9 

Frizz ft Zap III 

tG6 

| Frizz Ward 


i 

SKILL 

72 

Boom Bcxe r 

..M. 

Bounty Hunler 

64 

B real b 

65 

Breath II 

| 66 

Breath III 

162 

Canzar 

M47~ 

Coplain Crow 

an 

: Champion 

79 

Cleanser 

m 

Cleric 

liL 

Cluboon 

m 

Club™ H 

151 

Gluboon III 

114 

Coki Bleep 

205 

Confusion Ward 

49 

Crack ft Sizz 

£0 

Crack ft Sizz II 

51 

Crack, ft Sis III 

46 

Crack ft Zam 

47 

Crack ft Zam ll 

48 

Crack ft Zam HI 

43 

i Crack ft Zap 

44 

Crack ft Zap ll 

45 

Crack ft Zap III 

109 

Crack Ward 

108 

Crusader 

78 

Cura-all 

104 

Cursader 

1D7 

Dancer 

1 76 

Dark K nig hi 

r*r 

Darkhghil Stashes 

: 199 

Dazzle Ward 

211 

Decelerate Ward 

01 

□e1ende r j 

177 

Detente Boosl 

17fi 

1 

Detente Boost 11 

179 

□etenceBoosl III 

141 

; 0 haul mag us 

125 

Dipbohst 

133 

Diamugon 

134 

Diamggon l| 


* 

SKILL 

194 

Abilite-ralor Ward 

180 

Aplllty Boost 

131 

Agility Boost II 

182 

Agility Boost III 

117 

ASl-Rounder 

89 

Anti-dragon 

07 

Antimagic 

j aa 

Anti magi c II 

w 

Antl-meUI 

: 116 

Aquapotltecary 

IBS 

Aquarion 

10D 

Assassin 

174 

Attack Boost 

175 

Attack Boost II 

176 

Attack Boost III 

97 

Bad Breath 

204 

Ban Dance Ward 

19 

| Bang ft Crack 

20 

Bang ft Crack ll 

21 

Bang ft Crack III 

26 

Baig ft Sizz 

29 

Bang ft Sizz II | 

30 

Bang ft Sizz IN 

16 

Bang ft Woosh 

17 

Bang ft Woosh Ll 

IS' 

[Bang ft Woosh III 

25 

Bang ft Zam 

26 

Bang ft Zam H 

27 

Bang ft Zam III 

22 

Bang ft Zap 

ljl] 

Bang ft Zap II 

24 

Bang ft Zat> III 

187 

Bang Ward 

92 

Barricade 

242 

Battle Road Master 

110 

Bsrserter 

126 

Bird Brain 

168 

Bjorn 

195 

Blade Blunter Ward 

91 

Bclsterer 

10B 

Bombardier 


173 



































































































































































































































































































































































Each monster has at least one Skill inherent to its type. Scouted monsters 
often come with a second Skill, and In many cases, they are the only 
source of that Skill, identical monsters scouted in different areas may have 
different Skills. Even monsters scouted m the same area under different 
conditions may have different Skills? For a handful of abilities, you must 
acquire a scroll and use that item to assign the Skills to a monster of your 
choosing, A large number ot Skills is available only through synthesis. 


There are some skills that are made available to newly synthesised 
monsters when certain conditions are met In most cases, it occurs when 
one of the parent creatures has maxed out a Skill. There are rarer cases 
when (between the parents') they have assigned the proper number of 
points to various Skills, and between thorn, they meet the requirements to 
unlock a new Skill, 


ATTACK BOOST II 


ABILITY 

Points 

Attach +5 

4 

Maximum HP 4lfl 

a 

Attack 

14 | 

Maximum HP *10 

: £Q 

Attach +5 

: 2fl 

Maximum HP-hC 

36 

Attack +10 

46 

Maximum HP +10 

m 

Attack +10 

Izi 1 


HOW ACQUIRED 


Monster scouted monsters 

-h 


Synthesls | 50 pornts m Attack Boost 



■Monster: The names listed here indicatei 
that the Skill is inherent to the monster 
type. A value of scouted monster means 
the skill comes only from scouting the 
correct monster. 

Synthesis: There are two possible 
listings for synthesis. If there 's a single 
Skill fisted, then the total points of the 
parents involved in the synthesis must 
meet or exceed the number of points 
indicated for the given Skill {usually 50 or 
75). If there are multiple Skills mentioned 
and a plus sign between them, then the 
parents may share the requirements 
between them to unlock the Skill. 

Other: Skills acquired under special 
circumstances. 


WARRIOR 

M 

ABILITY 

Pninls 

Helm Sputter 

15 

Maximum HP+ 10 

r io 

Metal Slash 

17 

Attack +10 

24 

Dragon Slash 

32 

Maximum HP+10 

40 

M ulti slash 

49 

Attack +10 

59 

Hatchet Man 

70 

Master of Weapons 

100 


HOW ACQUIRED 


9 Monster 


> Other 


use warriors scroll 


FRIZZ & BANG 

n 

ABILITY 

Points 

Frizz 

3 

Flams Slash 

6 i 

Bang 

15 

Bomb Slash 

24 

Frizzle 

36 ; 

Boom 

50 | 


HOW ACQUIRED 

Monster 

spitnik. imp. archdemon 

Synthesis | 

— 


FRIZZ & WOOSH If 

D 

ABILITY 

Poinls 

Gust Slash 

4 

Fl amt Slash 

a 

Swoosh 

is 

Frizzle 

28 

Kaswoosti 

43 

i Kafrtzz 

I 

50 

| Frizz Gua rd 

75 


HOW ACQUIRED 

Monster 

— 

Synthes 

50 points in Frizz & Woosh 




FRIZZ & BANG II 

ABILITY 

Faints 

Flame Slash 

n 

Bomb Slash 

1 w 

Fnzz& 

[ 20 

Boom 

j 30 

KafrEZZ 

[ 45 

Kaboom 

j 60 

Frizz Guard 

| 75 


HOW ACQUIRED 

Mensier 

— 

Synthesis 

50 points in Fizz a Ga^g 


FRIZZ & WOOSH III 

mmmmm 

D 

ABILITY 

Pnlnte 

Kaswaush 

7 

; Kafrizz 

IS 

Gale Slash 

27 

interne Slash 

39 

Kas woos hie 

64 

Kafrtzzfe 

90 

Frizz Guard 

[ 95 

Woosh Guard 

100 


HDW ACQUIRED 

Fi/lanster 

— 

Synthesis 

75 points in Frizz & Woosh ll 



FRIZZ & BANG 111 

B 

ABILITY 

Points 

Kafrizz 

a 

Kaboom 

16 

Inferno Slash 

20 

Blast Slash 

4D 

Kaf fizzle 

65 

Kaboomle 

M 

1 

Frizz Guard 


Bang Guard 

ICQ 




HOW ACQUIRED 

Monster 

— 

Synthesis 

75 points In Fizz fi Bang ll 




FRIZZ & ZAP 

B 

ABiUTY 

Palms 

Frizz 

3 

Flame Slash 

3 

Zap 

17 

Hallowed Slash 

26 

Frizzle 

33 

Zap pie 

50 


HOW ACQUIRED 

Monster 

she-slime, teeny sanguini, 
teeny sang uini k. garuda 

’ Other 

— 


FRIZZ & WOOSH 

B 

ABILITY 

fa inis 

Frizz 

3 

Woosh 


Gust Slash 

« i 

Swoosh 

24 

Flame Slash 


Frizzle 

5 -q j 


HOW ACQUIRED 

Monster 

conkiavt, snapdragon, 
conkiave X, Jamirus 

Other 

- 


FRIZZ & ZAP II 

B 

ABILITY 

Points 

Flame Slash 

4 

Hallowed Slash 

9 

Frizzle 

n~\ 

Zapple 

29 

Kafrizz 

r~43~" 

Kazap 

57 ; 

Frizz Guard 

75 | 


HO W ACQUIRED 

Monster 

— 

! Synthesis 

5Q points in Frizz & Zap 


179 































































































































































FRIZZ & ZAP I 


FRIZZ & ZAM 


FRIZZ & ZAM II 


frizz & urn III 


ABILITY 


Kafrizz 


Kazap 

I 1S 

Inferno Slash 

| 29 

Sacred Slash 

j 40 

Kafrizzle 

1 Bb 

Kazapple 

j 90 

Frizz Guard 

| so 

Zap Guard 

| inn 


HOW ACQUIRES 

Monster 

— 

Synthesis 

75 points in Frizz & Zap II 


FRIZZ & SIZE 


ABILITY 

Pa inis 

1 Frizz 

3 

Flame Slash 

B 

Sizz 

15 

-""—1 

Charring Slash 

[ Z4 

Frizzle 

36 

Sizzle 

| 50 


HOW ACQUIRED 

Monster 

menial pitcher, tires pirit. 
baramos 

Other 

- 


ABILITY 

Foinls 

Frizz 

2 

Zam 

6 

Flame Slash 

14 

Shade Slash 

11 

Zanrimte 

SB 

Frizzle 

50 


HOW ACQUIRED 

Monster 

be-shemoth slime Gemon 

i Other 

- 


FRIZZ & SIZZ II 

BX 

ABILITY 

Points 

Flame Slash 

5 

Charring Slash 

10 

Frizzle 

£0 

Sizzle 

30 

Kafrizz 

45 

KaSizz 

60 1 

Friz? Guard 

75 1 


HOW ACQUIRED 

Monster 

— 

Synthesis ■ 

50-poinls in Frizz & Siz; 


ABILITY 

Points | 

Flame Slash 

5 

Shade Slash 

10 

Zammte 

_ ZD | 

Frizzle 

30 

Kazam 

44 § 

Kafrizz 

59 

Frizz Guard 

75 


HOW ACQUIRED 

Monster — 

$y ill lies is [ SO points in Frizz & Zam 


FRIZZ & SIZZ III 

S3 

1 ABILITY 

Points 

Kafrizz 

8 

Kasizz 

16 

Interne Slash 

Zfl 

Sinking Slash 

40 y 

Kafrizzle 

j 65 

Kasizzle 

go 

Frizz Guard 

95 

Sizz Guam 

100 


HOW ACQUIRED 

Monster 

- 

Other 

75 points in Frizz A Sizz II 


ABILITY 

Paints 

Kafrizz 

B 

Kazam 

16 

Interna Sla&lt 

n 

Shadow Slash 

40 


Kelnazle 

65 

Kazam mle 

i m 

Frizz Guard 

95 

Z.atn Guard 

P 100 


HOW ACQUIRED 

Monster 

— 

j Synthesis 

75 points in Frizz & Zam 11 


BANG & WOOSH 

S3 

ABILITY 

Points 

Woosh 

2 \ 

Bang 

6 1 

Swoosh 

13 

Bomb Slash 

22 

Gust Slash 

34 

Boom 

| 50 


HQW ACQUIRED 

Monster 

lump wizard, wrecktor 

Other 

1 — 


BANG & WOOSH II 

m 

1 ABILITY 

Points 

Swoosh 

i --j 

4 

Bomb Stash 

8 

Gust Slash 

18 

Boom 

36 1 

; Kaswoosh 

42 

Kahoom 

57 

Bang Guard 

pr 


HOW ACQUIRED 


BANG & WOOSH III 

m 

ABILITY 

Points 

Kaswoosh 

7 

Kaboaffl 

isH 

Blast Slash 

£5 

Gale Slash 

37^ 

Kaswoosh k 

63 ! 

Kahoom le 

; 90 

Bang Guard 


Woosh Guard 

| IDO 


Monster 

_ 

1 ROW ACQUIRED 

Synthesis 

50 points in Bang & Woosh 

Monster 

- 


Synthesis 

75 points in Bang S Woosh II 


BANG & CRACK 


BANG & CRACK II 


ABILITY 

Points 

Bang 

6 | 

Bomb Slash 

ID 

Crack 

15 ] 

Frost Slash 

12 

Crackle 

[ 36 

Boom 

50 


HOW ACQUIRED 

Monster 

great dracky. seedy weedie. 
metal king slime 

Other 



ABILITY 

Points 1 

Bomb Slash 

KB 

Frost Slash 

8 

Crackle 

1 16 

Boom 

j 23 

Kacrack 

j 42 

Kahoom 

| 57 

Bang Guard 

| 75 


HDW ACQUIRED 

Monster 

— 

Synthesis 

50 points in Bang a Crack 


BANG h CRACK III 

m 

ABILITY 

Poarits 

Kacrack 

7 

Kahoom 

14 

Blast Slash 

26 ^ 

Blizzard Stash 

38 1 

KacrackJs 

63 

Kahoomle 

9Q j 

Bang Guard 

^95 J 

Crack Guard 

1 100 1 


HOW ACQUIRED 

Monster 

- 

Synthesis 

75 points in Bang & Crack II 


BANG & ZAP 

■■9R 

m 

ABILITY 

P&lnis 

j Bang 

6 

| Zap 

a 

Bomb Slash 

14 

Hallowed Slash 

19 

Zappie 

32 

Boom 

50 


HOW ACQUIRED 

Monster 

slime stack, grandpa slime, 
gem slime 

Other 

- 


BANG & ZAP II 

m 

1 ABILITY 

Points 

Bomb Slash 

3 

Hallowed Slash 

7 

Zap pie 

IS 

Boom 

, 25 

Kazap 

4C 

Kahoom 

55 

Bang Guard 

75 



HOW ACQUIRED 

Monster ; — 


Synthesis | 50 points in Bang & Zap 


BANG & UP III 

Of 

ABILITY 

Points 

Kgzap 


Kabo cm 

15 

Blast Slash 

25 

Sacred Stash 

37 

Kazapple ' 

U 

Kahoomle 

m 

Bang Guard 

95 

Zap Guard 

mo 


MOW ACQUIRED 


Monster ; — 


• Synttiasis 75 points in Bang & ZapH 




































































































































































































































































BAMS & ZAIVI 

£Jg 

BANG & ZAM II 

P 

ABILITY 

Petals 

■ ABILITY 

Fnlnls 

Bang 

8 

Bomb Slash 

3 

Zam 

11 

. Shade Slash 

T 

Bomb Slash 

Ifi 

Zammla 


Shade Slash 

25 

Boom 

ZB 

Zarrvmle 

36 

Kazam 

43 

Boom 

m 

Kaboom 

| SB 


HOW ACQUIRED 

Monster 

kjllerpiflar, metal kaiser slime, 
bell al 

Other 

- 


■ HOW ACQUIRED 

Monster 


Synthesis 

5D points in Bang & Zam 


SANG & ZAM III 

D 

ABILITY 

Points 

Kazam 

7 

Kaboom 

15 

Bias! Slash 

25 

Shadow Slash 

37 

Kazammle 

62 

Kaboomle 

so 

[ Zam Guard 

til 

! Bang Guard 

ICQ 


HOW ACQUIRED 

Monster 

- 

[ Synthesis 

75 points m Bang & Zam II 


RANG & S1ZZ 

□ 

f ABILITY 

Points 

' Si il 

1 2 

Bang 

6 

Sizzle 

13 

Bomb Slash 

23 

Charring Slash 

34 

Boom 

3D 



HOW ACQUIRED 

Monster 

rubble slime, barracuda, 
marquis rJe lean 

Other 

- 


BANG & SIZZ 11 

0j 

ABILITY 

Paints 

Sizzle 

4 

Bomb Slash 

8 

Charring Slash 

IS 

Boom 

3D 

Kasizz 

| 42 

Kaboom 

| 57 

Bang Guard 

| 75 


HOW ACQUIRED 

Monster 

- 

Synthesis 

50 points m Barcj & Sizz 


WOOSH & CRACK III 

H 

ABILITY 

Points 

Kaswopsh 

7 

Kacrack 

IS 

Gale Slash 

pa?! 

Blizzard Slash 

39 

Kaswooshfe 

64 

Kacrackle 

i a® 

Woosh Guard 

I 95 

Crack Guard 

| 109 


HOW ACQUIRED 


j Monster | — _ I 

j Syiilhesis j 75 points in Woesh Et Crack II | 


BANG & SIZZ III 

m 

ABILITY 

Paints 

Kasizz 

7 

Kaboom 

15 

Blast Slash 

26 

Singeing Stash 

gar'!] 

Kaslzzle 

■ 63 

Kaboomle 

90 

Bang Guard 

95 

• Sizz Guard 

j ion 


HOW ACQUIRED 

Monster 

— 

Synthesis 

75 points in Bang & Sizz 1 


WOOSH & ZAP 

m«d 

p 

ABILITY 

Points 

Woosh 


Zap 

a 

Swoosh 

16 

Gust Slash 

26 

Hallowed Slash 

36 

Zapple 

[ m 


HOW ACQUIRED 

Monster 

^(rarmtrooflers, behemoth 
slime, male™lamp 

Other 

- 


WOOSH & CRACK 

EH 

ABILITY 

Paints 

Woosh 

3 

Crack 

1 

Swoosh 

16 

Go st Slash 

27 

Frost Slash 

36 

Crackle 

50 


HOW ACQUIRED 

Monster 

jailcat. firn fiand, pink sanguiti 

Other 

- 


WOOSH & CRACK II 

□ 

ABiLtTY 

Points 

Swoosh 

5 

Gust Slash 

jjflQ-: | 

Frost Slash 

21 

Crackle 

32 

Kaswfrosb 

47 

Kacraek 

1 62 

Y/oosh Guard 

1 75 


HOW AtDUIfiLD 

Monster 

— 

Synthesis 

50 points in Woosh & Crack 


WOOSH & ZAP II 

□ 

ABILITY 

Paints 

Swoosh 

4 Sj 

Gust Slash 

B 

Hallowed Slash 

19 

: Zapple 

38 

Kaswoosh 

[ 45 

Kazap 

| 62 

WpDsh Guard 

| 75 


HOW ACQUIRED 

Monster 

— 

Synthesis 

50 points in Woosh & Zap 


WOOSH St ZAP III 

m 

ABILITY 

Points 

KaSWMKll 

7 

Kazap 

16 

Gate Slash 

27 

Sacred Slash 

39 

Kazapple 

64 

Ka&wooshle 

99 

Woosh Guard 

95 

Zap Guard 

j 1DD 


HOW ACQUIRED 

Monster 

- 

Synthesis 

75 points in Woosh & Zap II 


WOOSH & ZAM 

m 

ABILITY 

Points 

Woosh 

3 

Zam 

19 

Swoosh 

17 

Gust Slash 

26 

Shade Slash 

35 

Zammie 

| 5D 


HQW ACQUIRED 

Monster 

drolil dlabnlist, phantom 
swordsman. Fallen priest 

Other 

- 


WOOSH & ZAM II 



ABILITY 

Puin'S 

SwpsIi 

4 

Gust Slash 

12 

Shade Slash 

Z1 

Zammie 

32 

Kaswoosh 

47 

Kazarin 

62 

Woosh Guard 

| 75 


HOW ACQUIRED 

Monster 

— 

Synthesis 

5D paints in Woosh & Zam 


WOOSH & ZAM III 

H 

ABILITY 

Points 

Kaswosh 

7 

Kazanri 

15 

Gale Slash 

27 

Shadow Slash 

39 

Kaswooshle 

54 

Kazammle 

DP 

Woosh Guard 

95 

Zam Guard 

[ TOO 


HQW ACQUIRED 

Monster 

— 

Synthesis 

75 points in Woosh & Zam II 




WOOSH & SIZZ 

P 

ABILITY 

Points ' 

Woosh 

3 

Sizz 

7 

Swpo&h 

16 

Gust Slash 

27 

Charring Slash 

3B 

Sizzle 

50 


J ID W ACQUIRED 

Monster 

weedia, b^Bli&boy 

Other 

- 


101 


SKILLS 















































































































































































































































WOOSH & StZZ II 

XSR 

ABILITY 

Paints 

Swoosh 

5 

Gust SFash 

tnj 

Charring Slash 

21 

Sizzle 

3Z 

Kaswrash 

47 

Ka&izz 

52 

woosh Guard 

75 


HQW ACQUIRED 

Monster 

— 

Synthesis 

50 points in Woosh & Sizz 


WOOSH & SIZZ III 

D 

1 ABILITY 

Point? j 

: Kaswmsh 

7 

| Kasizz 

15 

j Gale Slash 

27 

i Singeing Slash 

39 

j Kaswoosh le j 

64 

: Kasizzle 

m 

j Woosh Guard 

95 

| Sizz Guard 

-too 


HOW ACQUIRED 

Monster 

— 

Synthesis 

75 points in Woosh & Sizz II 


CRACK & ZAP 

13 

ABILITY 

Paints 

! Crack 

3 

1 Zap 

& | 

' Frost Slash 

16 

Hallowed Slash 

24 

1 Zappls 

| 35 

| Crackle 

50 


HOW ACQUIRED 

Monster 

pawie ygwie, abyss diver, 
graces 

Ollier 

- 


CRACK & ZAPil 

□ 

ABILITY 

Points 

j Frost Slash 

4 j 

Hallowed Slash 

1 

Zap pie 

19 

Crackle 

39 j 

Kacrack 

45 

Kazap 

50 

Crack Guard 

75 | 


HOW ACQUIRED 

Monster 

— 

Synthesis 

50 points in Crack & Zap 


CRACK & ZAP III 

e 

ABILITY 

Feints 

Kacrack 

7 

Kazap 

15 

Blizzard Slash 

27 

Sacred Slash 

39 | 

Kacrackle 

64 | 

Kazap pie 

90 | 

Crack Guard 

95 

Zap Guardi 

100 


HOW ACQUIRED 

Monster 

— 

Synthesis 

75 points in Crack 4 Zap It 


CRACK & ZAM 

o 

ABILITY 

Points 

Crack 

3 

Frost Slash 

5 

Zam 

14 

Shade Slash 

24 

Zammle 

37 

Crackle 

50 


HOW ACQUIRED 

Monster 

Dell hound, s&ele-gon, 
denwn-at-arfris 

Synthesis 

- 


CRACK & ZAM II 

m 

I ABILITY 

Paints 

Frost Slash 

5 | 

( Shade Slash 

10 

Zammle 

21 

1 Crackie__ 

32 

Kacrack 

« 

Kazan 

r 62 

Crack §yard 

/b ' 


HOW ACQUIRED 

Monster 

— 

Synthesis 

50 points in Crack £ Zam 


CRACK & im III 

1 ABILITY 

PornLs 

Kacrack 

7 

Kazam 

15 

Blizzard Slash 

27 | 

Shadow Slash 

39 | 

. Kacradde 

64 

Kazammle 

9D | 

! Crack Guard 

95 

Zam Guard 

100 


— 

HOW ACQUIRED 

Monster 


Synthesis 

?5 points in Crack & Zam 11 


CRACK & SIZZ 

m 

E ABILITY 

Paints 

r Crack 


Sizz 


Frost Slash 

I 16 

Charring Slash 

| 24 

Sizzle 

| 36 

, Crackle 

j 56 


HOW ACQUIRED 

Monster 

had egg. snowmangler, 
moosifer 

Giber 

— 


CRACK & SIZZ II 


ABILITY 

PdlfllS 

Frost Slash 

4 | 

Charring Slash 

4 | 

Sizzle 

19 

Crackle 

36 | 

Kacrack 

45 

Kasizz 

eo ; 

Crack Guard 

75 | 


HOW ACQUIRED 

Monster 

— 

Synthesis 

50 points in Crack & Sizz 


CRACK & SIZZ III 

m 

ABILITY 

PfllhU 

Kacrack 

7 ] 

Kasizz 

15 

Blizzard Slash 

27 

Singeing Slash 

39 

Kacrackle 

64 

Kasizzle 

90 

Crack Guard 

| 95 

Sizz Guard 

|~~1DD 


HOW ACQUIRED 

Monster 

— 

Synthesis 

75 points in Crack & Biz; II 


SIZZ & ZAP 

m 

ABILITY 

Points 

Sizz 

3 | 

| Chairing Slash 

8 | 

Zap 

17 | 

Hallowed Stash 


Sizzle 

a 

Zap pie 

h j 


HOW ACQUIRED 

i 

Monster 

: weaken beakon, magic slime, 
firebird, wu If spade 

Other 

— 


SIZZ & ZAP II 

m 

ABILITY 

Points 

Charring Slash 

4 1 

Hallowed Slash 

g 

Sizzle 

19 \ 

Zap-plo 

29 j 

Kasizz 

43 

Kazap 

57 

1 Sizz Guard 

75 


HOW ACQUIRED 

Monster 

- 

Synthesis 

50 points in Sizz & Zap 


SIZZ & ZAP Ilf 

m 

I ABILITY 

Points 

Kasizz 

9 

Kazap 

18 | 

■ Singeing Slash 

as j 

Sacred Slash 

40 | 

Kasizzle 

65 

Kazap pte 

90 

i Sizz Guard_ J 

95. 

Zap Guard 

IDO 


HOttf ACQUIRED 


Monster 


Synthesis 75 polnts in Sizz & Zap 11 


SIZZ & ZAM 

m 

ABILITY 

Points 

Sizz 

2 | 

Zam 

b 

: Charring Slash 

14 | 

Shade Slash 

22 | 

Zammle 

_ 36 

Sizzle 

50 | 


HOW ACQUIRED 

Monster 

dfohl irons, dangler fish, 
night knight 

Other 

- 


SIZZ & ZAM 11 

El 

1 ABILITY 

Points 

Charring Slash 

r s 

Shade Slash 

id 

Zammle 

26 j 

Sizzle 

30 

Kazam 

44 | 

Kasizz 

~sa 

Sizz Guard 

76 | 


HOW ACQUIRED 

Monster 

P 

Synthesis 

50 points in Sizz & Zam 










































































































































































































































CHAPTER 


SIZZ & IMA III 

0 

1 ABILITY 

Fa Inis 

Kasizz 

& 

Kazarn 

16 

Singeing Slash 

\n% 

Shadow Slash 

40 . 

„ Kasizzle 

65 

Kazammle 

gn 

! Sizz Guard 

95 : 

i Zauri Guard 

1M 


HOW ACQUIRED 

Munster 

— 

Synthesis 

75 points In Sizz & Zam II 


ICE 

o 

ABILITY 

Pa inis 

Cool Braath 

3 

Crack 

7 

Chilly Breath 

14 

Frost Si ash 

27 

Crackle 

40 

: Deep Breath 

50 


HOW ACQU1HED 

Monster 

boreal Serpent, sea dragon, 
great dragon 

Other 

- 


BREATH II 


0 

ABILITY 

Bilims 

' Flame Breath 

7 

Chilly Breath 

14 

| Blowback 

34 

| Deep Breath 

34 

j Inferno 

47 

' Cold Blizzard 

60 

. Sag Guard 

75 


1 HOW ACQUIRED 

Monster 

“ 1 
-J 

Synthes^ 

50 points in Breath 




ICEPLOSIQN SLASHES 

El 

[ ABILITY 

Pa i rite 

' Rrast Slash 

b 

Hallowed Slash 

16 

Bomb Slash 

26 

Metal Slash 

S3 

Blizzard Slash 

pboS 

Sacred Slash 

il e5 S 

Blast Slash 

3D 

Multilists 

too 


I HOW ACQUIRED 

Monster 

gold golem, shoguffl 

Synthesis 

t 

Boom Boxer (18) + Icemeigte 1 (17) 
+ White Knight (12) 



HOW ACQUIRED 

Monster 

fragum, gasbagon, 
darkenium slime 

Other 



(CE If 

11 

ABILITY 

Paints 

Chilly Breath 

4 

Frost Slash 

& 

Crackle 

19 

Deep Breath 

30 

1 Cold Blizzard 

45 

Kacrack 

60 

Abiliterator Guard 

75 

HOW acquired 

Monster — 

Synthesis 50 points in leg 


BREATH III 

0 

ABILITY 

Paints 

Blowback 

6 

Deep Breath 

12 

; inferno 

n 

Cold Blizzard 

32 ' 

Scorch 

44 

G-C-Coid Breath 

56 

Firs Breath Guard 

76 

Ice Breath Guard 

| 100 


HOW ACQUIRED 

Monster 

— 

Synthesis 

75 points in Breath II 


DAHKLIGHT SLASHES 


ABILITY 

Points 

1 Frost Slash 

a 

Hallowed Stash 

IB 

Shad? Slash 

26 

Myaterian Mauler 

33 

BlizzafG Slash 

50 

Sacred Slash 

[ 65 

Shadow Slash 

| 80 

Mi mete Slash 

| 100 


FIRE II 

0 

ABILITY 

Points 

Flame Breath 

4 

Flame Slash 

8 

Frizzle 

19 

Deep Breath 

3Q 

Inferno 

45 

Kalrizz 

50 

BEade Blunter Guard 

lA 


HOW ACQUIRED 

Monster — 

Synthesis 50 points in Fire 

ICE III 


0 

ability 

Points 

Deep Breath 

7 

Cold Blizzard 

15 1 

; Blizzard Stash 

27 

K&crack 

m 

j C-C-Coid Breath 

64 

j Kacrackle 

90 

( Biade Blunter Guard 

95 

j Ice Breath Guard 

100 


FIRE III 

0 

ability 

Points 

Deep Breath 

7 

Inferno 

15 

Inferno Slash 

27 

KalriZl 

39 

Scorcn 

64 

Kafrizzle 

90 

Abrilitorator Guard 

95 

Fire Breath Guard 

TDD 


HQW ACQUIRED 

r 1 

Monster 

— 

1 

. Synthesis 

75 points in Fire II 


BREATH 

0 

ABILITY 

Points 

Fire- Breath 

5 

Goal Breath 

ID 

Flam & Breath 

13 

Chilly Breath 

26 

BEowback 

gselj 

Deep Breath 

50 


HOW ACQUIRED 

| Monster 


Synlhesis 

75 points in lee tl 


HOW ACQUIRED 

i Monster 

great argon lizard, ethereal 
serpent, meydodon, Xenlon 

Other 

— 


FIREWIND SLASHES 

0 

THUNBERWIND SLASHES 

0 

ABILITY 

Points 

■ ABILITY 

Points 

Flame Slash 

a 

Gust Slash 

3 

Gust Slash 

16 

Shads Stash 

16 

Bomb Slash 

26 

Charring Slash 

25 

Dragon Slash 

36 

Mercurial Thrust 

38 

Inferno Stash 

50 

, Gale Stash 

50 

Gale Slash 

65 

Shadow Ste$h 

[~65 

Blast Slash 

5T" 

Singeing Slash 

30 

Multilists 

1DB 

IVliracle Slash 

ICO 


HDW ACQUIRED 

Monster 

fright knight, riptide 

Synthesis 

Fine Fighter (23) + Boom Boxer (18) 

| + Windblown \2b) 


HOW ACQUIRED 

Monster 

getavian sentry, overkilling machine 

i. 

; Synthesis 

Wincblowgr (26) t Dark Knight (11) 
+ Dragon Lore (64) 
(cwWuilspade(ie)) 


HDW ACQUIRED 

Monster 

metal slime knight, traum mater 

Synthesis 

Wmdbtcnuer (26) .White Knight (12) 
+ Dark Knight (11) 


FIRE FIGHTER 

0 

ABILITY 

Points 

Frizz 

4 

FlElm Splitter 

13 

Slime Dunk 

Z3 

| Body Slam 

34 

| Frizzle 

47 

Tingle 

57 ' 

' Inferno Slash 

75 

Attack Roulette 

ion 


HDW ACQUIRED 

Monster wan m u nde rer, danc ing f la m e 

Other 


BOOM BOXER 

0 

ABILITY 

Points 

Bang 

10 

Eteast Bopper 

16 

| Slowing Slug 

LJ4_ 

Squelch 

34 

Boom 

47 

One-on-One 

62 

Blast Stash 

| 3D 

, HP Roulette 

\ 130 


HOW ACQUIRED 

Monster 

wearliger, draku large 

Qltter 

- 




183 


sums 






























































































































































































































































































m 


mm BLOWER 

□ 

ABILITY 

Points 

Woosh 

5 

Dodgy Dance 

15 

Demon DErnesner 

26 

Wind Sickles 

35 

Swoosh 

47 

Mercurial Thrust 

62 

Gale Slash 

aiT" 

Defence Roulette 

m 


HOW ACQUIRED 

Monster 

phantom fencer, riemon 

Other 

- 


ICEWIEISTER 

m 

ABILITY 

Points 

Crack 

7 

| Mature Merfer 

17 

Tongue Lashing 

24 

Breathtaking Bash 

34 

Crackle 

48 

Meditation 

63 

Blizzard Slash 

an 

Agility Roulette 

100 


WHITE KNIGHT 

m 

ABILITY 

Feints 

Zap 

5 

Material Whirl 

12 

Dazzleflash 

19 

Baffling Bonk 

29 

Zapple 

45 

Stupefying Strike 

55 

Sacred Slash 

75 

Wisdom Rouletfe 

100 


DARK KNIGHT 

El 

ABILITY 

Points 

Zam 

5 

Unttead Unttaer 

11 j 

Tap Dance 

17 | 

Defuddie 

27 | 

Zammle 

45 

Weakening Wallop 

55 

Shadow Slash 

75 | 

MR Roulette 

TOO | 


HOW ACQUIRED 

Monster 

dracky, dark slime knight 

Other 

- 


HIM ACQUIRED 

Monster 

frou-fry. frosthum 

Other 

- 


HOW ACQUIRED 

Monster 

slime knighl, mahawker 

Other 

- 



CLEANSER 

El 

AEfUTY 

Points 

Squelch 

4 

Tingle 

S 

Defuddie 

14 

Zing 

38 

Amor Seco Rain 

44 


WavE of Relief 

5a 

Kazing 

m 

Disruptive Wave 

IDG 


CHAMPION 

□ 

ABILITY 

Prints 

Double‘Edged Slash 

7 

Demon De meaner 

13 

Double Op 

19 

Oomph 

31 

undeac undoer 

40 

Meditation 

52 

Oomph e 

70 

Sag Guard 

m 


CURE-ALL 

E3 

ABILITY 

Prints 

Heal 

4 

Tingle 

12 

Kabuff 

n 

Multi It eaJ 

30 

Wave of Rslief _ 

40 

Amor Seco Rain 

[ 55 

Seng ol Salvation 

75 

j Omniheal 

m 


HEALER 

m 

ABfLETY 

Paints | 

Heal 

4 

Buff 

12 

Midheal 

28 

Zing 

42 

Reheat 

52 

Meditation 

62 

Msgahegl 

75 

Kazrig 

100 


HOW ACQUIRED 

Monster 

wrlitt stlme, 

equestrian gladiator, dullalian 

1 Other 

- _; 


WOW ACQUIRED 

Monster 

chrmaera, ehimaera X, 
king squid, hargon 

Other 

Healer (1O0) + Healer (100) 


HDW ACQUIRED 

Monster 

healslime, fragface. angst slime, 
cureslime, skeleton soldier, boh. malrrih 

Synthesis: 

Cleanser (TOO) + Cleanser <i00> 


j HOW ACQUIRED 

Monster 

Hades condor, king cureslime, 
cankettes 

Other 

- 


DEFENDER 

m 

ABILITY 

Perils 

Buff 

li 5 

Heal 

ii 

Dazzleflash 

17 

Kabuff 

27 

DefEnding Champion 

40 

' MidheaP 

53 

Weakening Wallop 

65 

Selflessness 

| B0 

Sap Guard 

100 


SPEEDSTER 

m 

ABILITY 

Points 

AccElETatE 

5 

Heal 

11 

Decelerate 

17 

Dodgy Danffi 

25 

Sandstorm 

as 

Accelerate 

47 

Mercurial Thrust 

61 

Showstopper 

r as 

[ Decelerate Guard 

[ mo 


FORTIFIER 

a 

ABILITY 

Prints 

Accelerate 

* 

Heal 

6 

Buff 

14 

Ping 

22 

Oomph 

32 

Acceleratle 

pi? 

Kabuff 

54 

Kaprig 

75 

Oomphle 

100 


MAGE AID 

13 

ABILITY 

Perils 

Drain Magic 

4 

Hocus Locust 

10 

Share Magic 

10 

Fizzle 

20 

Magic Multiplier 

38 

Kafizzle 

52 

Give Magic 

| 70 

Drain Magic Guard 

f«1 

. Dim Guard 

100 


HOW ACQUIRED 

Monster 

komodo. crabid, jum 

•Olher 

- 


HOW ACQUIRED 

Monster 

hod kin archer, bona constrictor, bos 

Other 

- 


HOW ACQUIRED 

Monster 

srtail slime, yabby, mum 

Other 

- 


HOW ACQUIRED 

Monster 

fire, great sabrecat, Jumping tfGkal 

Other 

- 



ENFEEBLER 


j AflILITY 

Points 

i Sag 

[ s 

■ Dim 

IS 

Weakening Wallop 

28 

Stupefying Strike 

4Q 

. Ka&ag 

[ 55 

i 

Kadim 

70 

Sag Guard 

95 

1 Dim Guard 

100 


HOW ACQUIRED 

Monster 

boring bug, goodybag, 
gcodybag X, skeleton, skeleton X 

Other 

— 



SABOTEUR 


ABILITY 

Pa Inis 

Decelerate 

6 

Gap 

14 

Tactidamp 

24 

Slewing Slug 

34 

Degete ratio 

46 

Kasap 

SB | 

Aha 

| 68 : 

Sap Guard 

1 M 

Decelerate Guard 

\ 100 


HOW ACQUIRED 

Monster 

cyberslime, tapsichum, 
skipper 

Other 

- 




ANTIMAGIC 

m 

ABILITY 

Points 

Fizzle 

5 

Magic Frailty 

10 

Ping 

IB 

Dim 

2B 

Magic Barrier 

m 

Si unifying Strike 

1 45 

Bounce 

ns 

Dim Guard 

r&r 

Fizzle Guard 

75 


HOW ACQUIRED 

Munster 

blackdragon, gryphon, heyadra 

Other 

- 



ANTIMAGIC II 


ABILITY 

Points 

Kafizzle 

5 

Magic Frailty 

IQ 

Magic Barrier 

25 

Source 

33 

Kadim 

4.3 

Kapfng 

[ fifi 

Lingering Maihaze 

r« 

Dim Guard 

» 

Fizzle Guard 

m 


HDW ACQUIRED 

Monster 

— 

Synthesize 

75 points In Anbmagic 









































































































































































































































































CHAPTER 


ANTI-DRAGON 


ABILITY 

Points 

Dragon Slash 

5 

Insulate 

10 

Blowbeck 

13 ! 

Gobstopper 

23 

Breathtaking Bash 

38 

insulatle 

SO 

Brake Wind 

64 

! Fire Breath Guard 

€0 

Ice Breath Guard 

too 


HOW ACQUIRED 

Monster 

boss troll, hyper heyedra, restless armour 

Other 



ANTI-METAL 


ABILITY 

Points 

: Accelerate 

4 

Metal Slash 

12 

Oomph 

20 

Magic Frailly 

30 

Accelerate 

40 

• Hatchet Man 

50 

Agility +30 

70 

Metal Beater 

100 


HOW ACQUIRED 

Monster 

paws, gigantes, hunter mech 

Other 

- 


B 0 LSTEHEH 

o 

ABILITY 

Points 

Buff 

4 " 

Sandstorm 

0 

j Insulate 

IS 

Katiuff 

25 

: ir>sutaiie 

33 

Selflessness 

rii - 

Magic Barrier 

66 

Mist Me 

fj 2 _ 

| Sap Guard 

| 100 


Monster 


Other 


shall slime, magmaliot, dessert demon 


BARRICADE 


ABILITY 

Pa-iuls 

| Kabuff 

4 

r™ 1 

Gtowback 

9 

1 Defending Champion 

14 

Clang 

Z2 

Brake Wind 

30 

Bounce 

40 

Mist Me 

50 

Counter 

75 

1 Sap Guard 

100 


HOW ACQUIRED 

L j rrechar-Q'-wynn, living statue. 

Monsf " r muinboh-jiimboe 

Other ; — 




SEAL 

ESI 

\ ABILITY 

Points 

Breathtaking Bash_ 

5 

| Braak-d'ancaBaat _ 

11 

Kafenle 

20 

Magic Frailty 

| 30 

Critical Miss 

1 42 

Ban Dance 

55 

Gobstopptr 

69 

A hi 1 iterator 

84 

Blade Blunter 

100 


HOW ACQUIRED 

r~- 

Monster 

red dragon, winky, flyguy 

I Other 



BAD BREATH 

Ea 

[ AGILITY 

Points 

Poison Breath 

5 

Sweet Breath 

| -1*1 

Slowback 

; 221 

Bemusing Breath 

34 

Brake Wind 

, 46 

Burning Breath 

[53 

1 Venom Breath 

| 00 

Poison Guard 

100 


HOW ACQUIRED 

1 

Monster 

king bubble slime, 

nighi emperor, walking corpse 

Other 

- 


HUNTS MAN 

m 

ABILITY 

Pa inis 

Sleep Sock 

10 

Penny Pincher J 

20 

Ktepto Clobber 

30 

Metal Slash 

40 

Dragon Slash 

50 

Double Up 

60 

Slime Dunk 

80 

Mystenan Mauler 

100 


HOW ACQUIRED 

Monster 

wild boarfisti, gorerillg. 
hammerhood 

Other 

_ 


HYPNOTIST 

Ea 

ability 

Points 

1 Snooze_1 

6 

Dazile 

12 

F uddle 

16 

Bemusing Breath 

20 1 

Tongue Lashing 

24 

Kasnooze 

34 

Kafubole 

44 

Confusion Guard 

72 

Sleep Guard 

100 


HOW ACQUIRED 

Monster 

eveel. lips, cross eye 

Other 

— 


DIMINISHER 

E3 

ABILITY 

Paints 

Slowing Slug 

10 

Weakening Wallop 

20 

Stupefying Strike 

30 : 

Blade Blunter 

o 

Breathtaking Bash 

El 

Break-dance Beat 

m 

Blinding Blow 

El 

Abil iterator 


ROW ACQUIRED 

Monster 

hell hornet, demonricer, 
roseguardin 

Other 

— 


BOUNTY HUNTER 

M 

ABILITY 

Paints 

Klepto Clobber 

5 

Material Whirl 

ID 

Penny Pincher 

20 

j ——- - - 

Mercurial Thrust 

30 

Metal Slash 

46 

Paralysing Punch 

6fl 

Assassin's Stab 

75 

Metal Beater 

100 


HOW ACQUIRED 

Monster 

hpgtl?bully, brownie, 
robbin' hood 

Other 

— 


TOXIFEER 



Peiggnflus Poke 
Poison Breath 
Paralysing Punch 
Burning Breath 
Venom Breath 
Venomou s Volle y 
[ Poison Guard 
Paralysis Guard 


12 

16 

26 

3B 

m 

76 

inn 


ROW ACQUIRED 

i —\ 

Monster 

dragemthorn. argon lizard, 
giant moth 

Other 



FEAR-MONGER 

Ea 

ABILITY 

Points 

Heart Breaker 

Jji i 

Fuddle 

6 

1 Tongue Lashing 

14 

Bemusing Breath 

mm 

mm 

Baffling Bonk 

Frenzy 

42 

j Kafuddle 

56 

, Inaction Guard 

76 

Confusion Guard 

100 


HOW ACQUIRED 

Monster 

bag o' laughs, cannibox, trap box 

Other 



GUERRILLA 

H 

ABILITY 

Points 

i Heart Breaker 

4 

Slowing Slug 

11 

Poisonous Poke 

19 

Baffling Bonk 

29 

j Blinding Blow 

39 ! 

Dodgy Dance 

51 

Paralysing Punch 

63 

Venomous Volley 

BO 

Brake Wind 

m 


ASSASSIN 

M 

ABILITY 

Feints 

r- - - 1 

Sleep Sock 

10 

Paralysing Punch 

20 

Demon Demeaner 

SCI 

| Dazzleffash 

40 

1 Baffling Eorik 

513 

Undead Undoer 

60 

Frenzy 

70 

Assassin’s Stab 

35 

| Whack Guard 

100 


: 

HOW ACQUIRED 

i 1 i 

Monster 

metal dragon, killing machine, grim rider 

Other 

- 


HOW ACQUIRED 

Monster 

tyrantosaums, mischievous mob, 
fencing fox, robbin’ huddle 

Other 

— 


CUR5ADER 

m 

ABILITY 

Points 

Double-Edged Slash 

5 

Donk 

10 

Wave of Panic 

17 

Whack 

25 

, Frenzy 

35 

Thwack 

47 

Kadonk 

~~ fiT" 

Zam Guard 

60 

: Whack Guard 

10Q 


CRUSADER 

SI 

ABILITY 

Points 

Miracle Slash 


Multiheal 

jjjfl 

Zapple 

16 

Wave of Relief 

24 

Reheal 

36 

Prezing 

46 

Dmniheal 

| 64 

Kara g 

| 80 

Zap Guard 

| 100 


HDW ACQUIRED 

Monster 

tortured soul, prince o' thieves. 
Ace of Spades 

Other 

— 


HOW ACQUIRED 

Monster 

balhib, noifturnus 

; Otter 

- 


195 


SKILLS 
























































































































































































































































































MISSPELL 

M 

1 ABILITY 

Points 

! Fuddle 

4 

1 Singe 

ID 

I Donk 

16 

Frenzy 

n 

Assassin’s Stab 


Wna;k 

42 

Mystsrian Mauler 

u 

| - -j 

Sear 

It 1 

Magic Burst 

m 


HOW ACQUIRED 

Monster 

dark slime, crass bones. 
Drgarfemrr 

Other 

- 


NIFLHEIM 

m 

ABILITY 

Points 

Cool Breath 

B 

Zam 

16 

Undead Undoer 

24 \ 

Chilly Breath 

32 n 

Zammle 

44 

Lingering Malhaze 

[ SB 

Wave of Panin 

76 

Kmm 

100 


HOW ACQUIRED 

n 

Monster 

dracolord, gripsvine. 
dierantula. psaro 

Other 



DANCER 

M 

ABILITY 

Paints 

Dodgy Dance 

4 ! 

Weird Dance 

12 | 

Fuddle Dance 

22 | 

Tap Dance 

32 

Sultry Dance 

42 

Ban Dance 

52 

Hustle Dance 

57 

’ Death Dance 

|_Kj 

| Kerplunk Dance 

QaT 


HOW ACQUIRED 

Monster 

satyr, mud mannequin, dancing devil 

Other 

L 


BOMBARDIER 

M 

1 ABILITY 

Points 

Boulder Dash 

1 4 

: Bomb Slash 

10 

; Kamikazes 

10 

Boulder Bash 

31 

Kerplunk 

47 

Blast Slash 

LG 

Boulder Toss 

|~ zf\ 

Donk Guard 

' 100 


HOW ACQUIRED 

Monstar 

liquid metal slime, 
noble gasbag on, pazuzu 

Other 

- 


TOUGHIE 

m 

I ABILITY 

Paints 

Sandstorm 

10 

Body Siam 

20 

Btowback 

30 

Sultry Dance 

40 

War Cry 

50 

HuSlie Dance 

65 

One-on-Ooe 

75 

Counter 

100 


HOW ACQUIRED 

Monster 

jargon, drakulard, bullfinch 

other 

— 


BERSERKER 


1 ABILITY 

Paints . 

Double-Edged Slash 

b 

Body Slam 

13 

trouble Up 

| W 

One-on-Qne 

38 

Frenzy 

36 

Hatchet Man 

50' 

Kerplunk Dance 

BO 

Sag Guard 

[ 100 


HOW ACQUIRED 

Monster 

notso macho, buffalogrs, 
headhunter 

Other 



MARTYR 

SB 

ABILITY 

Pa inis 

Double-Edged Slash 

10 | 

Body Slam 

ia n 

Ellowback 

26 | 

Double Up 

36 | 

One-on-One 

44 ~ | 

Selflessness 

53 

Kamikazes 

65 

Kerplunk Dance 

80 

Kerplunk 

I 100 


HOW ACQUIRED 

Monster 

nardragon, ntght clubber, rockbamh 

Other 

— 


REAPER 


1 ABILITY 

Paints 

Helm Splitter 

3 

Damon Demean er 

3 

Cool Breath 

1? 

Whack 

26 

Chilly Breath 

33 

Assassin's Stab 

53 

Death Dance 

53 

Wave of Panic 

B4 

i Thwack 

1B0 


HOW ACQUIRED 

Monster 

nemeslime, shadow, dhuran, 
wight king 

Other 

- 


NIGHTMARE 

m 

1 ABILITY 

Points 

Drain Magic 

1 4 

| Sleep Sock _] 

10 

Sweel Brsjtti 

IE 

; Spooky Aura 

26 

Death Dance 

40 

Wave or Panic 

50 

Slflop Guard 

75 

Drain Magic Guard 

too' 


HOW ACQUIRED 

Monster 

pan piper, mimic, murdaw 

Other 

— 


COLD SLEEP 

ABILITY 

Pdirils 

Snooze 

4 

Cool Breath 

12 

Sleep Sock 

22 

Whack 

34 ;| 

Chilly Brtath 

44 

Kasnaoze 

56 

Sleep Guard 

78 

Gotistgpper Guard 

100 


HOW ACQUIRED 

Monster 

frou-frou, snowbird, leshal 
armour 

Other 

- 


CLERIC 

SB 

ABILITY 

Paints 

Zappte 

5 

Multi heal 

10 

Reheal 

20 

Kazap 

30 

Gigaslash 

45 

i Omniheal 

50 

j Gigagasti 

SO 

; Zap Guard 

MOO 


HOW ACQUIRED 

Mcrrster 

frou-frou, snowbird, lethal armour 

Other 



AQUAPGTHECARY 

BS 

ABILITY 

Polrtls 

1 Heal 

5 

Waterspout 

io i 

Sultry Dance 

15 

Mid heal 

23 j 

; Wist Me 

33 J 

i Geyser 

L 45 

| Amor Seco Rain 

| 60 

: Song of Salvation 

SD 

Magic Regenerator 

100 ; 


HOW ACQUIRED 

Monster 

king slime, ultra slime, alabast dragon 

OtlitTr 

- 


ALL-ROUNDER 

BB 

I ABILITY 

Pulpits 

Poison Breath 

5 

Weird Dance 

i J 

Weakening Wakop 

20 

Fuddle Dance 

23 

Bemusing Brealh 

39 

Break-dance Beal 

62 

; Critical Miss 

65 

Amor Sbcd Rain 

60 

| Song of Salval iuu 

100 


HOW ACQUIRED 


Monster 

khatamari kid, merman, see urchin 

Other 



MIME 

BB 

ABILITY 

Paints i 

Tap Dance 

4 

Spooky Aura 

10 

Sultry D ance 

16 

Ban Dance 

23 

j Gobstopper 

46 

Tongue Lashing 

52 

Hustle Dance 

76 " 

Ban Dance Guard 

f m\ 


TRICKSTER 


HOW ACQUIRED 

Monster 

!. 

chaining don mole. 
hsedoovaDdoa 

Ocher 

- 1 


ABILITY 

Pc inis 

Decelerate 

6 

DouWe-Edged Slash 

12 

Weird nance 

20 ~ | 

Decelerate 

31 i 

Dim 

42 

Breathtaking Bash 

55 

; Bnrak-’danrfi Seat 

70 

1 Stupefying Strike 

35 

Blowback 

100 


HOW ACQUIRED 

Monster 

cheeky tiki, erazor blade 

Other 

- 


SLIMER 

SB 

ABIUIY 

Points 

Fizz 

* 

Heal 

5 

Zap 

15 

Body Slam 

22 

□azzleltesh 

36 

Sag 

r~4n~' 

Midheai 

hap 

Share Magic 

75 

Steady Recovery 

[joT 


HOW ACQUIRED 

MDRStfif 

slime, bubble stime, 

drake slime, metal slime, slime X 

Other 

— 































































































































































































































































NATURALIST 

SSI 

ABILITY 

Paints 

Heart Breaker 

3 

Sandstorm 

7 

Dragon Slash 

13 

Body Slam 

IS 

Mercurial Thrust 

27 

Tongue Lashing 

35 

War Cry 

45 

Mysterlan Mauler 

S7 

Hatchet Man 

75 


HOW ACQUIRED 

: 1 
Monster 

great sat>recub. spiked hare, 
hdi gator, ptetypufik 

Other 

- 

- 


GRAVEHEART 

ffl 

ABILITY 

Pol FtES 

j Poisonous Puke 

6 

Helm Sp letter 

14 

I Sleep Sock 

22 

Slowing Slug 

12 

Sweet Breath 

4, 

Venomous Volley 

50 

Kamika?ee 

m 

Whack Guard 

\ 100 


HOW ACQUIRED 

PJIonster 

ghost, fun ghoul, mummy bay. 
soulspawn 

Other 

- 


□IABQLIST 

m 

ABILITY 

Points 

Fizzle 

4 

' Donk 

10 

Aha 

16 

Kgfizzie 

34 

Magic Frailty 

36 

Sag 

53 

Whack 

[ 70 

Magic Barrier 

1 flT~ 

Unnatural Order 

| m 


HOW ACQUIRED 

Monster 

atlas, lesser demon, 
silvapithecys, hem* baron 

Other 



DRAGON LORE 

m 

ABILITY 

Points 

Frre Brealh 

5 

Door Rreaih 

IQ 

Sandstorm 

17 

War Cry 

25 

B-crulder Dash 

38 

Singe 

51 

Wind Sickles 

64 

Chilly Breath 

r 62 

i Flame Breath 

100 



HOW ACQUIRED 

Monster 

dragon slime, green dragon, 
seasaur, hackasagHis, o'reeit dragon X 

Other 

— 


BIRD B FI AIM 


ABILITY 

Points 

Accelerate 

4 

Wind Sickles 

a 

1 Acceleratle 

is 

Insulate 

3D 

Sandstorm 

33 

Multi slash 

53 

InsuJatle 


Brake Wind 

|~ B G 

Thin Air 

| 106 


HQ W ACQUIRED 



Monster 


Other 


stark raven, gargoyle, 
cockateer, mecha-mynah 


WUIFSPADE 


ABILITY 

Points 

Zap 

5 

Oomph 

11 

Charnng Slash 

IB 

Spark 

2B 

Zapple 

40 

Sag 

43 ; 

Lightning 

r so 

Steady Recovery 

\ 75 


HOW ACQUIRED 

Monster 

wultspade 

other 



DIAMAGOW 

M 

ABILITY 

Paints, 

| Crack 

5 

Mid heal 

13 

Waterspout 

18 

Frost Slash 

33 

Crackle 

33 

Zing 

4fl 

Geyser 

l 6D 

Metal Beater 

[ 75 


HOW ACQUIRED 

Monster 

diamagon 

Other 

— 


GREEN FINGER 



ABILITY 

Petals 

Squelch 

4 

j Tingle 

14 

Midheal 

22 

| [Muddle 

3Q 

: Share Magic 

42 

Weird Dance 

| 54 

Song of Salvation 

54 

Tap Dance 

84 

Miracle Stash 

100 




HOW ACQUIRED 


Monster 

Other 


rotten egg, treelace, stump chump 


HIVE MIND 

m 

ABILITY 

Paints 

Buff 

5 

Snooze 

ID 

Heart Breaker 

15 

Sleep Sock 

25 

Paralysing Punch 

35 

Nature Nerfer 

50 

Defending Champion 

65 

Fuddle Dance 

80 

Hustle Dsnce 

mo 


HOW ACQUIRED 

Monster 

scissor beatle. scorpion, 
beetleboy 

Other 

- 


MATERIALIST 

m 

1 ABILITY 

Ptrinls 

Helm Splitter 

7 

1 Metal Slash 

14 

Hatchet Man 

24 

KahuP 

34 

Bounce 

| 46 

Material Whirl 

61 _ 

Kamikasae 

| 76 

Kerplunk 

| 100 


HOW ACQUIRED 

Monger 

dingaling, anchorman, golem, 
muddy hand 

Other 

- .'. 


WULFSPADE II 

M 

ABILITY 

iPoiirts 

i - 

' ZSpplB 


OomphSe 

1 15 

Lightning 

j 23 

| Singeing Slash 

j 33 

Lightning Storm 

| 45 

Kazajp 

| 60 

Kasag 

■ ' 

Poisonous Touch 

35 

Dazzle Guard 

1 mo 


HOW ACQUIRED 

Monster 

— 

Synthesis 

75 points in Wu If spade 


DIAMAGONII 

m 

ABILITY 

Points 

Crackle 

5 

Megaheal 

15 

Geyser 

23 

Blisard Slash 

33 

Kacrack 

« 

Tidal Wave 

55 

Kazing 

" ™ 

I Paralysing Touch 

85 

Paralysing Guard 

100 


NOW ACQUIRED 

Monster 

- 

Synthesis 

75 points in Oramagcn 



Magic Regenerator 


HOW ACQUIRED 


Monster j hawkhart 

Other 


GLD8O0N 

B3 

ABILITY 

Points. 

Bang 

m 

Boulder Dash 

12 

BUff 

18 

1 Bomb Slash 

26 

Boom 

38 

Sap 

4fl 

Boulder Bash 

50 

Master of Weapons 

| 75 


HOW ACQUIRED 

pflonster ciuboon 

Other — 


HAWKHARTII 

m 

ABILITY 

Pul PIS 

Frizzle 

5 

Dante 

IQ 

Inferno Slash 

IB 

Kafrizz 

30 

Sear 

42 

Cremate 

[ 58 

Kasnooze 

L 70 

Confusing Touch 

| 85 

Ban Dance Guard 

IDO 


HQ W ACQUIRED 

Monster 

— 

Synthesis 

75 points in Hawkhart 


GLUBOON II 



ABILITY 

Points 

Boom 

a 

Kabulf 

16 

Boulder Bash 

24 

Blast Stash 

sal 

Boulder Tass 

43 

Kasap 

55 

Kabo am 

| 70 

Sleepy Touch 

r&5 

inaction Guard 

| IDO 


HOW ACQUIRED 


Monster 

— 

Synthesis 

75 points in Ciuboon 2 


187 


SKILLS 




















































































































































































































































































WILDCARD 


ABILITY 

Points 

I Craniate 

12 

j Tidal Wave 

24 

-“- 

Glade Blunter 

32 

Boulder Toss 

44 

Paralysis Guard 

54 

Lightning Storm 

66 

Hustle Dance 

74 

Wind Shear 

86 

Kadnnk 

IDO 


HOW ACQUIRED 

Monster 

Wildcard 

Other 

- 


□RAGQNLORD 

09 

ABILITY 

Puiflts 

Kafizzle j 

4 1 

Megalteal 

g 

Cold Bliszard 

13 | 

Inferno 

29 

Spooky Aura 

44 

Wave of Panic 

60 

C-G-Cofd Breath 

AC 

Scorch 

TUB | 


HQW ACQUIRED 

Monster 

dragon lord 

Other 

- 



DRAGOUIAN LORD 

ESI 

ABILITY 

Points 

Zapple 

4 

Magic Barrier 

8 

j C-C-Cold Breath 

15 

= Kazap 

23 

Wave of Relief 

33 

Scorch 

45 

Magic Burst 

70 

Gigagash 

100 j 


HOW ACQUIRED 


Monster 


ether 


Dragoviari lord 



HOW ACQUIRED 

Monster 

leopold 

Other 

_T~ _—J 


DHOULMAGUS 


ABILITY 

Paints 

Kasap 

4 

War Cry 

9 j 

Bemusing Breath 

14 | 

Bounce 

24 j 

Disruptive Wave 

34 

Kaswoosh 

46 

Kacrack 

58 

i Kamikaze* 

70. 

Kasag 

100 


HOW ACQUIRED 

Monster 

dlioul magus 

Other 

- 


HOW ACQUIRED 

Monster 

rhapthorne 

Other 

- 


HOW ACQUIRED 


RHAPTHORNE 

m 

RHAPTHORNE II 

m 

ABILITY 

Paints 

■ ABILITY 

Points 

Drain Magic 

5 

; Dazzle 

4 

Kadim 

10 

; Sweet Breath 

8 

Kasnoeze 

IB 

Spooky Aura 

12 

Clang 

30 

Shadow Slash 

17 

Spooky Aura 

40 

| G-C-Gold Breath 

23 

Cold Blizzard 

St 

; Disruptive Wave 

44 | 

Kaswoo&h 

65 "j 

Kaiammle 

64 1 

Kacrack 

an 

! Kahoomie 

84 

Death Dance 

TDD 

| Comeback Kid 

100 


Monster 


Other 


rhapthom& II 


ESTARK 


m 


1 ABILITY 

Fiiinfc 

Double-Edged Slash 

5 1 

Multislash 

T1 | 

Spooky Aura 

* 

: Kacrack 

w i 

: Kazam 

43 

j Comeback Kid 

53 

Assassin's Stab 

m 

Wave of Panic 

so 

Disruptive Wave 

100 j 


HOW ACQUIRED 

Monster 

estarti 

[ Other 

^ 


NIMZO 

sa 

ABILITY 

Points 

Blowback 

5 

Kaping 

ID 

‘ Spooky Aura 

IS 

Deep Breath j 

20 

intern o 

35 

Kafrta 

50 

Kaboom 

65 

Scorch 

80 | 

Disruptive Wave 

' 100 j 


HOW ACQUIRED 

Upnjter 

nimzo 

j Other 

- 


MQRTAMOR 

m 

ABILITY 

Points 

Dazzleflash 

S 

Venom Breath 

in | 

B ami ng Breath 

2 o n 

j —— - ~ 1 

Meditation 

30 | 

Inferno 

40 j 

Kaboom 

55 

Kazam 

70 

Disruptive Wave 

100 


HOW ACQUIRED 

Monster 

mortamor 

Other 

- 


CAPTAIN CROW 

S3 

WULFSPAQE III 

ABILITY 

Points 

■ ABILITY 

Poinl$ 

{Penny Pincher 

4 

’ Critical Miss 

ID 1 

Klepto Clobber 

6 

‘ Kafuddle 

20 

Blinding Blew 

13 

• Counter 

32 

MuJHslash 

23 

j Kamikazee 

42 

Tactic lamp 

35 

i Oomphle 

-55 

Gigasiasn 

55 

Kasag 

70 | 

Gigagash 

B5 

Kerplunk 

aa 

Master of Weapons 

TOO 

Abiliterator Guard 

m 


HOW ACQUIRED 

Monster 

Captain Crow 

J Other 

- 


HOW ACQUIRED 

Monster 

wulfspade ace 

Other 

— 


DIAMAGON lit 

03 

ABILITY 

Paints 

Crackle 

5 

Boom 

IQ 

Dazzleflash 

20 

Disrupt ve Wave 

30 

Kacrack 

40 1 

Kaboom 

50 

Gig as lash 

70 

Magic Burst 

100 | 


HOW ACQUIRED 

t Msnster j diamagon ace 

Other 


HAWKHARTIII 

13 

1 ABILITY 

Pa inis 

Heal 

4 

Uing _ 

12 | 

Mid heal 

2Ef”| 

Multi heal 

20 [ 

Wave of Relief 

44 

Reheal 

58 J 

Megaheal 

63 ! 

Hazing 

; 80 

Omniheal 

100 




HOW ACQUIRED 

Monster 

hawktmrt ace 

Other 

- 


CLUBOON III 


Helm Sputter 


Blinding Blow 


Hatch&t Man 


Multicast! 


Assassin's Stab 


Giga slash 


Oigi 

Da^le Guard 


i HOW ACQUIRED 

, Monster 

cluboon ace 

Other 

- 


DR SNAPPED 

M 

ABILITY 

Paints 

War Ci', 

10 | 

Clang 

16 

Meditation 

26 j 

Wave of Panic 

4fl | 

Kazan mte 


Decelerate Guard 

64 

GuUstopper Guard 

74 | 

Kasag 

B6 

Lightning Storm 

m 


HOW ACQUIRED 

Monster 

Dr Snapped 

Other 

- 





































































































































































































































































































MR9BI 


RUIN 

m 

ABILITY 

FtiirtlS 

Butt 

5 

Mercurial Thru si 

10 

Boulder Basil 

20 

Magic Multiplier 

34 

Comeback Kid 

SO 

Insulate 

60 

Boulder Toss 

72 

Donk 

PTs 

Qjgaslasti 

I 100 


HOW ACQUIRED 

Monster 

ruin 

Other 



EXORSUS 

1 

ABILITY 

Potnls 

Ping 

5 

Sizzle 

15 3 

Megaheal 

23 

Kasta 

33 

Thwack 

45 

I T 1 ' 

KasEzzle 

60 

Kadonk 

7Q 

Sizz Guard 

I 65 

Magical Sabotage Guard 

[ 100 


HOW ACQUIRED 

Monster 

Exorsus 

Other 

- 


OROCHI 

El 

ABILITY 

POl FllS 

Fire Breath 

l 

Gobstopper 

10 

War Cry 

15 

27 

Sandstorm 

Flame Breath 

[ 30 

Hocus Locust 

49 

Comeback Kid 

63 


Lightning Storm 


100 


HOW ACQUIRED 


Monster [ orochi 

Other j — 


DUAL DUELLERS 

m 

ABILITY 

Puinls 

Dodgy Dance 

5 

Thin Air 

13 

Boulder Bash 

21 

Kazins 

33 

Boulder Toss 

40 

Wind Shear 

59 

Lingering Mai haze 

73 

Crack Guard 

S3 

Magic Regenerator 

10 D~] 


HOW ACQUIRED 

Monster 

Dual Duellers 

Other 

- 


ZENITH DRAGON 


H 


ABILITY 1 

Points 

Inferno 


Cold Blizzard 

13 

Meditation 

18 

Scorch 

28 

Kadonk 

[ 38 

C-C-Cold Breath 

53 

Wicked Walt; 

75 

Comeback Kid 

| m 


HOW ACQUIRED 

Munster 

zenith dragon 

Other 

- 


DORSAL FIEMD 

@1 

ABILITY 

PoinSs 

Buff 


Nature Merfer 

16 1 

Drain Magic Guard 

31 

Undead Undoer 

39 

Kafuddie 

SO 

Hocus Locust 

5dl 

Tidal Wave 

7[E 

Multifista 

35 

Donk Guard 

100 



HOW ACQUIRED 

Monster Dorsal Fiend 

Other — 


1 

ZOMA 

m 

ABILITY 

Points | 

Blade Blunter 

4 | 

Kacrack 

9 

Megah eal 

19 j 

Cold Blizzard 

29 

Disruptive Wave 

S3 

Kacrackle 

C-D’Dold Breath 

80 1 

Big Banga 

ton 



HOW ACQUIRED 

Monster 

zoma 

Other 

— 


THORNELLA 

M 

ABILITY 

Paints 

Kafizzle 

4 1 

Mega heal 

9 | 

Ban Dance 

19 

Magic Multiplier 

29 

Spooky Aura 

44 

Abiliterator 

60 

Death Dance 

3D 

Wave of Panic 

100 


HOW ACQUIRED 

Monster 

Thornella 

Other 

- 


MORTELLA 

m 

ABILITY 

Points 

Demon Demeaner 

8 

Critical Miss 

16 

Anceleratle 

26 

Thin Alt 

36 

Magic Frailty 

51 

Wind Shear 

67 ~ 

Thwack 

I 85 

Magical Sabotage Guard 

100 


HOW ACQUIRED 

Monster 

Mo delta 

Other 



CANZAR 

ffl 

ABILITY 

Point's 

Dazzle 

6 

Shme Dunk 

11 

Decal arctic 

17 

inflate 

ES 

Hocus Locust 

■a 

Poisonous Poke 

49 

Multiheat 

67 

Comeback Kid 

78^1 

Pearly Gates 

100 


HOW ACQUIRED 

Monster 

Canzar 

Other 

— 


AQUARiON 

M 

ABILITY 

Points 

Gsyser 

5 1 

Reheal 

12 

Material Whirl 

29 

Beast Bopper 

26 

Blinding Blow 

36 

Miracle Slash 


Comeback Kid 

pM 

Tidal Wave 

60 

Pearly Gates 

100 


HOW ACQUIRED 

Monster 

Aquarion 

Other 

- 


GREAT GQDBIRD 

m 

ABILITY 

Point? 

Comeback Kid 

io1 

Insulatla 

26 H 

Mu It ideal 

31 1 

Unnatural Order 

33 

Defuddle 

44 

Omniheal 

94 

Donk Guard 

69 

Rizz Cracker 

rin 

MR Gambit 

160 1 


HOW ACQUIRED 

Monster 

great godbird 

Other 

- 




STOFtMSGATE CITADEL 

BS 

ABILITY 

Paints 

Wind Sickles 

6 

Drain Magic 

10 

; Kaswocsh 

20 j 

Paralyse Guard 

32 

One-on-One 

42 

Comeback Kid 

57 

Kadlm 

69 

Thin Air 

82 

Kaswooshle 

10B 


HOW ACQUIRED 

| - 

Monster 

stormsgate citadel 

Other 

- 1 


WQRMONGER 



ABILITY 

Points 

Poison Breath 

5 

Beast Bopper 

10 

Burning Breath 

13 

Material Whirl 

26 

Venom Breath 

f 36 

Venn mans Volley 

5D 

Bamusing Breath 

65 

Kadtank 

85 

Comeback Kid 

100 



MISSING LYNX 

m 

ABILITY 

Paiitls 

Snooze 

6 

Sear 

IT 

Sandstorm 

20 

Thin Air 

30 

Oomph 

44 | 

Counter 

60 

Kasag 

72 1 

Cremate 

[ 57 j 

Comeback Kid 

( 1Q0 | 


HOW ACQUIRED 

Monster 

missing lynx 

Dth?r 



BJORN 

m 

ABILITY 

Points 

War Cry 

4 

Boulder Bash 

9 

Nature Nerfer 

IS 

Beast Bopper 

23 

Donk 

35 ", 

Boulder Toss 

50 

Glgaslash 

70 

Comeback Kid 

as ' 

HP Gambit 

>00 


HOW ACQUIRED 

Monger 

hjorn 

Olhar 

- 


1S3 


SKILLS 


































































































































































































































































































SKILLS 


190 


EWIPYREA 

U 

ABILITY 

Points 

Magical Sabotage Guard 

13 

Ping 

25 

Megaheal 

31 

Tapti clamp 

36 

Insulate 

44 

Multibeal 

54 

Comeback Kid 

ps - 

Wind Shear 

&a 

A hie Amh usher 

no 


HOW ACQUIRED 

Monster 

Empyrea 

("other 

- 


RIGOR MORTEX 

m 

ABILITY 

Points 

| Aha 

5 

Unnatural Ordei 

13 

, Donk 

25 

Kasnooze 

33 

Comeback Kid 

42 

Clang 

50 

Stiowetopper 

50 

Blad^ Blunter Guard 

so 

Big Banos 

100 


HOW ACQUIRED 

Monster 

Rigor' Mortex 

Other 

_ 

1 . 


DEFENCE ROOST 

03 

ABILITY 

Points 

Defence +5 

4 

Maximum HP +10 

8 

Defence +5 

14 

Maximum HP+10 

2D 

Defence +10 

| 29 

Maximum HP +10 

L 36 

Defence +10 

50 


HOW ACQUIRED 

i 

Monster 

scouted monsters 

Other 

- 


AGILITY BOOST II 

S3 

I ABILITY 

Points 

Agility+10 

4 

Maximum HP +20 

0 1 

AgHrty +10 

14 

Maximum HP +20 

2D 

Agility + 1 B 

23 

Maximum HP+20 

35 

Agility +18 

48 

Maximum IIP+20 

50 

Agility +18 

75 


HOW ACQUIRED 


Mn-n 5 : 6 r scouts monsters 

| Synthes Is 50 poi n tsi n Ag iiity Boost 


KHALAIWARI 

m 

ABILITY 

Paints 

Waterspout 

5 | 

Slime Dunk 

11 

Beast Bopper 

17 

Geyser 

27 

Tacticiamp 

35 n 

Magic Multiplier 

40 

Tidal Wave 

65 

Comeback Kid 

| BO 

Lingering Malhazfr 

| IDO 



HOW ACQUIRED 

Monster . khaiamsri 

| Other ; — 


ATTACK ROOST 

S3 

ABILITY 

P o inis 

I Attack +3 

4 \ 

Maximum HP +5 

8 

i Attack +3 

14 

Maximum HP +10 

20 

Attack+5 

29 

Maximum HP +10 

35 

Attack +5 

50 


HOW ACQUIRED 

Monster 

scouted monsters 

1 Other 

- 



DEFENCE BOOST It 


; ABILITY 

Points 

Defence +10 

4 

Maximum HP *20 

5 

Defence +10 

14 

[ Maximum HP +20 

20 

, Defence +13 

28 

Maximum HP +20 

35 

! Defence+15 

48 

Maximum HP+20 

50 

Defence +15 

[ 


HOW ACQUIRED 

Monster 

scouted monsters 

Synthesis 

50 points, in Defence Boost 


AGILITY BOOST III 

S3 

ABILITY 

Points 

Agility +1S 

4 

Maximum HP +2$ 

B 

Agility +"8 

13 

J Maximum HP +20 

18 

Agility+18 

27 

Maximum HP+20 

35 

Agility+13 

*8 . 

Maximum HP +20 

50 i 

Agility +1B 

75 | 

| Decelerate Guard 

ion 


HOW ACQUIRED 


| Monster | sco uted monsters 

Synthesis | 75 points in Agility Boost 11 


SAGITTAH 

B3 

ABILITY 

Petals 

Dodgy Dance 

S 

Nature Nerfer 

11 

Aha 

15 

Baffling Bonk 

31 

Thin Air 

43 

Assassin's Slab 

50 

Abiliterator 

75 

Comeback Kid 

80^ 

Wind Shear 

100 


HOW ACQUIRED 

Munster 

Saglttar 

Other 



ATTACK BOOST 31 

S3 

ABILITY 

Petals 

Attack +5 

4 

Maximum HP +10 

va I 

Attack +5 

14 

j Maximum HP + ia 

20 

Attack +5 

28 

Maximum HP +10 

i 36 

Attack +10 

43 

Maximum HP +10 ] 

00 

| Attack +10 

75 


HOW ACQUIRED 

Monster 

scouted monsters 

Synthe&ii 

5G points in Attack Boost 


LEDNYX 

m 

ABILITY 

Ratals 

War Cry 

5 j 

tfasep 

11 

Mysterian Mauler 

19 

Meditation 

23 

Magic Regenerator 

41 | 

Kac rackle 

55 

Comeback Kid 

67 ; 

Kafrizzle 

81 

| Frizz Cracker 

10D 


HOW ACQUIRED 

Monster Leonyx 

Other 


ATTACK BOOST III 

m 

ABILITY 

Palms 

Attack +10 

4 

Maximum HP+10 

6 

Attack+10 

13 

Maximum HP +10 

IB 

Attack+10 

27 

Maximum HP +20 

3B 

Attack +1H 

4B 

Maximum HP+20 

50 

Attack +i & 

75 

Sag Guard 

100 


HOW ACQUIRED 


^nn &ter r scouted m o n iters 

Synthesis 75 points in Attach Boost li 


DEFENCE BOOST III 


ABILITY 

Points 

Defence +18 

4 

Maximum HP t2Q 

& 

Defence h 18 

B 

Maximum HP +20 

Defence +10 

27 

Maximum HP +20 

35 

Defence +18 

48 

Maximum HP +20 

EG 

Defence +18 

75 

Sap Guard 

100 


HOW ACQUIRED 

: MO nste r sc outed mo nsters 

j Synthesis | 75 points, in Defence Boost II 



WISDOM BOOST 

S3 

ABILITY 

Points 

Wisdom +5 

4 

Maximum MP +10 

B 

i Wisdom +5 

14 

Maximum MP +10 

28 

Wisdom +10 

ZB 

Maximum MP+iO 

38 

Wisdom +10 

50 


HOW acquired 

Monster 

scouted monsters 

Other 

- 1 


AGILITY BOOST 


m 


ABILITY 

Points 

Agility +5 

4 

Maximum HP +10 

0 

Agilily -5 

14 

Maximum HP *10 

: 20 

Agility +10 

29 

Maximum HP +10 

33 

Agility +10 

50 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 


WISDOM BOOST II 

ability 

Paints 

Wisdom+10 

4 

Minium MP +20 

8 

Wisdom -ID 

14 

: Maximum MP +20 

20 

| Wisdom +18 

28 

3 Maximum MP +20 

35 

Wisdom +18 

48 

Maximum MP +20 

60 

1 Wisdom +1B 

[ 75 


HO W ACQUIRED 

Monster 

scouted monsters 

Synthesis . 

50 points in Wisdom Boost 




























































































































































































































































































WISDOM BOOST 111 M 



M on s'er si i.?i i it :1 m on slers I 

Synthesis 75 points in V/isdom Boost M | 


CRACK WARD 

S3 

ABILITY 

Palms 

| Wisdom +5_ 

4 

Defence +S 

9 

Wisdom +5 

IS 

1 1 

Maximum MP +ia 

22 

Crack Guard 

42 

Wisdom +5 

52 

Magic Miser 

64 

Maximum MP +10 

76 

Magic Scrooge 

IDO 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 



FRIZZ WARD 

ss 

ABILITY 

Points 

Wisdom +5 

4 

1 Maximum HP + 10 

9 

j Wisdom +5 

15 

——<———- 

Maximum MP +1D 

22 

Friz? Guard 

42 

Wisdom +5 

52 

Magic Miser 

64 

Maxi i num HP +10 _ I 

76 

Magic Scrooge 

IDO 


HOW ACQUIRED 

Mortsie r see uted m o nsfem 

Other — 


ZAP WARD 

m 

ABILITY 

Points 1 

Wisdom +5 

4 

Maximum MP +td 

IN i 

Wisdom +5 

15 

Maximum MP +10 

ZZ 

Zap Guard 

42 

Wisdom +5 

52 

| Magic Miser 

54 

Maximum MP *10 

76 

Magic Scrooge 

| _1C0 


HOW ACQUIRED 

— 

Monster 

scouted monsters 

Other 



BANG WARD 


WOOSH WARD 


ABILITY 

Potass 

1 ABILITY 

Pa Inis 

Wisdom +5 

4 

Wisdom +5 

4 

Attach +1 a 

9 

Agility +5 

,9 | 

Wisdom +5 

15 

Wisdom -5 

is y 

Maximum MP +10 

22 

Maximum MP +10 

22 

Dang Girard 

42 

Woosh Guard 

42 

Wisdom +5 

52 

Wisdom 45 

52 

Magic Miser 

64 

: Magic Miser 

54 

Maximum MP +10 

** 

Maximum MP +10 

76 

Magic Scrooge 

100 

| Magic Scrooge 

100 



HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

_ 


ZAP WARD 


HOW ACQUIRED 


IS! 


ABILITY 

Pei ruts 

Wisdom +5 

4 

Maximum MP +10 _ 

9 

Wisdom+5 

15 

Maximum MP +10 

22 

. Zap Guard 

42 

Wisdom +5 

52 

Magic Miser 

64 

Maximum MP +10 

76 

Magic Scrooge 

[ 100 


Monster 


Other 


scouted monsters 


ZAM WARD 

m 

ABILITY 

foinls 

Wisdom +10 

4 

Maximum MP+10 

9 

Wisdom +5 

15 

: Maximum IMP +10 

n 

Zam Guard 

42 

Wisdom +5 

HI 

Magic Miser 

64 

Maximum MP +t0 

7”. 

Magic Scrooge 

100 


HGW ACQUIRED 

Monsier 

scouted monsters 

Other 

- 




SIZZ WARD 


1 ABILITY 

FOitHS 

■ Wisdom +5 

4 

Maximum HP +10 

9 

Agility +5 

15 

Maximum MP +10 

22 

Sizz Guard 

42 

i Wisdom +5 

52 

Magic Miser 

64 

Maximum HP +iq 

| 76 

| Magic Scrooge 

1 LTD 


HQW ACQUIRED 

Monster 

scouted monsters 

Other 

"1 


DOM WARD 

B 

ABILITY 

Petals 

Maximum HP +13 

4 

Defence +5 

9 

Maximum MP+10 

15 

Defence +5 

22 

Donk. Guard 

42 

Defence +5 

52 

Magic Miser 

64 

Maxi mum M P +10 

70™ 

Magic Scrooge 

106 


HOW ACQUIRED 


Monster scouted monsters 

Other — 



ABILITERATOR WARD 


1 ABILITY 

Paints 

j Maximum HP +10 

1 1 

■ Attack +5 

| 10 

Maximum MP +10 

■ - 

Defence +5 

| 29 

-- 

Abiliterntdr Guard 

j 5il 

Maximum HP +10 

[ 70 

Magic Regenerator 

I 100 


HOW ACQUIRED 

Monster 

Captain Crow, scouted 
monsters 

Other 

- 


BLADE BLUNTER WARD 

Si 

1 ABILITY 

Points 

Maximum HP+10 

4 

Agility +5 

IB 

Maximum HP +1Q 

19 

Attack +5 

29 

Glade Blunter Guard 

54 

Agility +5 

75 

Able Amtjusher 

150 


flOW ACQUIRED 

Monster 

esiark, scouted monsters 

Other 

0 real argon lizard {obtained at 50 
monster types rn holding pen) 


FIRE BREATH WARD 

03 

ABfUTY 

Points 

Maximum HP +10 

4 

Attack +5 | 

9 

: Maximum HP+1Q 

15 

Attack +5 

22 

| Fire Breath Guard 

42 

Aback +5 

52 

Magic Miser 

54 

Maximum MP +10 

76 

Magic Scrooge 

1D0 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 


ICE BREATH WARD 

09 

ABILITY 

Points 

Maximum HP +10 


i Defence +5 

9 

Maximum HP +10 

15 

Defence +5 

22 

Ice Breath Guard 

42 

— -- 

Defence +5 

52 

Magic Miser 

64 

Maximum MP+iO 

75 

Magic Scrooge 

1QD 


umbmw 

HOW ACQUIRED 

Monster scouted monsters 

Other — 


WHACK WARD 

m 

1 ABILITY 

Points 

Maximum HP +10 

4 

Maximum MP+10 

16 

Maximum HP +10 

19 

Maximum MP +16 

29 

Whack Guard 

54 

, Maximum HP +10 

70 

j Steady Recovery 

160 


HOW ACQUIRED 

Monster 

scouted monsters- 

Other 

- 


DAZZLE WARD 

S3 

ABILITY 

Porn£ 

Maximum MP+10 

4 

Wisdom +5 

ID 

Defence+5 

19 

Maximum HP +10 

29 

Daz 2 le Guard 

54 

Maximum MP +10 

□! I 

Magic Scrooge 

| 106 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 


191 









































































































































































































































































POISON WARD 

m 

ABILITY 

Points 

Maximum HP +10 

4 

Maximum MP +10 

10 

Maximum HP +10 

19 

Maximum MP +10 

29 

Poison Guard 

5-4 

Maximum HP+10 

70 

Steady Recovery 

100 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 



BAH DANCE WARD 

BO 

ABILITY 

Points 

Agility +5 

4 

Agility +5 

10 

Agility +5 

19 

Agility +5 

20 

Ban Dance Guard 

54 

Agility *10 

pr 

Able Ambushw 

| ion 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

— 


SLEEP WARD 


| ABILITY 

Points 

Maximum HP+10 

4 

Agility +5 

ID 

Maximum HP +10 

T9 

Agility +10 

29 

Sleep Guard 

54 

Maximum HP +10 

70 

| Able Ambusber 

IOC 


HOW ACQUIRED 

ManstBr 

scouted monsters 

Other 

J 



DIM WARD 


ABILITY 

Points 

Wisdom +5 

4 

Wisdom +& 

9 

Maximum HP +10 

15 

Maximum MP +10 

22 

Dim Guard 

12 

Defence +5 

52 

Magic Miser 

54 

Wisdom +10 

76 

Magic Scrooge 

100 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

grandpa slime (obtained at 300 . 
monster lypes in holding pen) 


DRAIN MAGIC WARD 

Mum 

m 

ABILITY 

Points 

Maximum MP +10 

4 

Agility +5 

IP 

Maximum MP +10 

id| 

Agility +10 

29 

Drain Magic Guard 

54 

Maximum MP +io 

70 

Mag id Scrooge 

100 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

— 


CONFUSION WARD 

m 

ABILITY 

Points 

| Maximum HP +10 

4 

Defence +5 

10 

Maximum HP +10 

19 

' Defence +10 

29 | 

Confusion Guard 

; 54 

Maximum HP +1G 

| 70 j 

Able Ambus her 

| 1 DO 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 


SAG WARD 

m 

1 ABILITY 

Pa inis 

Maximum HP +10 

4 

Attack -5 

9 

Maximum MP +10 

15 

Defence+5 

22 

■ Sag Guard 

42 

Maximum HP +1C- 

[ 52 

Magic Miser 

04 

Attack +5 

76 

Magic Scrooge 

too 


HDW ACQUIRED 

Monster 

scooted monsters 

j Other 

- 


MAGICAL SABOTAGE WARD 

53 

ABILITY 

Points 

Maxim uir HP +1Q 

4 

; Attack -5 

10 

Maximum MP+1D 

19 

Defence +5 

29 

Magical Scutage Guard 

54 

Wisdom +5 

7f 

|- 

Magic Scrooge 

1 GO 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 


FIZZLE WARD 

M 

; ABILITY 

Points. 

Maximum MP+1Q 

4 

Wisdom +5 

ID 

Maximum MP +10 

19 

Wisdom +10 

29 

Fizzle Guard 

54 

Maximum MP rIG 

7D 

' Magic Scrooge 

100 ! 


HOW ACQUIRED 

Monster 

scouted monsters 

Ollier 

— 


INACTION WARD 

M 

, ABILITY 

Points 

Maximum HP +10 

4 

Defence +5 

10 

| Agility +5 

19 

Maximum HP +19 

29 

Inaction Guard 

54 

Defence +1D 

70 

Able Am Lusher 

100 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 




SAP WARD 

S3 

ABILITY 

Paints 

Defence +5 

4 

Agility +5 

9 

Maximum HP +io 

15 

Maximum MP +10 

22 

Sag Guard 

42 

Defence +5 

52 

Magic Miser 

64 

Maximum MP +10 

76 

Magic Scrooge 

100 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

- 


UBER DARK DYNAMITER 

5Q 

1 ABILITY 

Points 

Kafrizz 

4 

tom 

6 

r ' 

Kaboom 

j 13 Ti 

Inferno Slash 

22 

Blast Slash 

31 

Shadow Slash 

i 40 

Kafrizzle 

60 

Kara mm ie 

80 

Kalxromte 

ICO 


HOW ACQUIRED 

Monster 

conk&av# XV 

r-j 

Synthesis 

Frizz a Banglll (1Q0J + 
(Anything) & Zam III (100) 


GQBSTOPPER WARD 

53 

1 ABILITY 

Points 

Maximum HP +10 

4 

Agility +5 

IQ 

Maximum HP +10 

r is 

Agility +10 

29 

Gobstopper Guard 

| aV 

Maximum HP +10 


Steady Recovery 

100 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

drakuiame (obtained at 100 
monster lypes In holding pen) 


PARALYSIS WARD 

m 

ABILITY 

Points. 

Maximum HP +10 

4 

Defence +5 

10 

Agility +5 

19 

Maximum HP +10 

29 

Paralysis Guard 

54 

Defence +10 

70 

Steady Recovery 

[ LQO 


BOW ACQUIRED 

Monster 

scouted monsters 

Other 

— 


mm 


DECELERATE WARD 


ABILITY 

Points 

Maximum MP +1Q 

4 ] 

Agility +5 

9 

Wisdom +5 

15 

Maximum HP+10 

22 

Decelerate Guard 

| 42 

Maximum MP +10 

52 

Magic Miser 

64 

Agility +5 

76 

Magic Scrooge 

100 


HOW ACQUIRED 

Monster 

scouted monsters 

Other 

metal king slime (obtained at 150 
monster types In holding peril 




UBER BLESSED BUZZARPIER 

53 

ABILITY 

Points 

KaswooSh 

4 

Kazap 

3 

Kacrgck 

13 

Gale Slash 

n 

Sacred Slash 

31 

Blizzard Slash 

40 j 

j Kaswooshle | 

60 

Kazap pie 

ao 

! Kacrackle 

pfitP 


HOW ACQUIRED 

Monster 

hjom (scouted) 

Synthesis 

Frizz & Zap 111(100} + 

Frizz a Zam III (10D) + 

Bang & Woosh ill {100} 





































































































































































































































































UBER MAGE 

m 

1 ABILITY 

Points 

Katrizzle 

14 

Kazapple 

j 28 

Kazammle 

iZ 

| Kaswoosnie 

m 

ll Kacrackle 

70 

Kaboomle 

as 

1 KaeizzEe 

10D 


HOW ACQUIRED 

Monster 

missing lynx (scouted) 

Synthests 

Frizz & Bang III (100) + 

Woosh & Crack III |10fl} + 

Sizz &Zap lit MOO) 


nm BREATH 

m 

ABILITY 

Points 

Sweet Breath 

5 | 

i Biowback 

11 

Venom Breath 

19 

Bemusing Breath 

27 

Deep Breath 

35 

Burning Breath 

45 

Scorch 

[ 60 | 

C-C-CdM Breath 


Gobstopper Guard 

100 


HOW ACQUIRED 


| Munster g reen dragon XV _ 

Synthesis Breath III (1DQ) *- Bad Breath (100) 


UBER HELPFUL 

m 

1 ABILITY 

Peinis 

Accelerate 


Kabulf 

K ” 

Deceleratle 

■ M 

Kasap 

j 32 

| Kaping 

| 47 

Qomphie 

j 62 


Kedirn 


m 


NOW ACQUIRED 

Monster 

teeny sanguini XT khalamari (scouted) 

Synthesis 

Fortifier 1100) + Enfeebler <100} 
+SahGteur (100) 


UBER CHARMER 

H 

ABILITY 

PemhIs 

Fizzle 

3 

Snooze 

16 

Drain Magic 

25 

: Kafizzld 

35 

Dazzle 

45 | 

Kasnooze 

60 

! Fuddle 

70 

* Magic Frailty 

00 

' Kafuddle 

" IOC 


HOW ACQUIRED 

| Monger 

goodybag JCY, warmonger (scanted) 

j Synthesis . 

Hypnotlst(100) + 5eal (100) 


UBERZAPDLOGIST 

m 

I ABILITY 

Puidls 

Kazap 

§4- 3 

, Kaslzz 

B 

| Lightning 

12 

Singeing Slash 

17 

i Sawed Slash 

n 

Kazapple 

41 

Kasizzle 

60 

Lightning Storm 

81 

Big Bangs 

100 


HOW ACQUIRED 

Monster 

[ slime XY 

Synthesis 

Sizz & Zap ui(100)t Fire 

1 (100) 


UBER HEALTH BOOST 


ABILITY 

P&iriU 

. Maximum HP +5 

5 

Maximum HP t-10 

13 

Maximum HP -t-15 

23 

Maximum HP *20 

33 

Maximum HP +22 

43 j 

Maximum HP +24 

S3 

Maximum HP +26 

C3 

Maximum HP +28 

73 

Maximum HP +30 

B5 

Maximum HP +35 

1UU 


now acquired 

Monster 


Synthesis 

1 __ 

Boom Boxer (100) + Heeler (100) h At¬ 
tack Boost (100) + Martia Artist (100) 


UBER KNIGHT 



ABJLETY 

Points 

inferno Slash 

0 

Blast Slash 

16 

Gale Slash 

U 

Singeing Slash 

32 

Blizzard- Sla&h 

40 

Sacred Slash 

40 

Shadow Slash 

; 55 

Gigaslash 

1 76 

Gigagash 

[ 100 


HOW ACQUIRED 


Monster skeleton XY _ 

Firewind Slashes (1 DO) + rhund^nvirid 
Synstitsis Slashes (1 DO) + Iteplosion Slashes [100) 
i Darklight Slashes (ICO) 


CHAPTER 


UBER HEALER 

m 

ABILITY 

Points 

i 

Megaheal 

7 

Dodgy Dance 

13 

Give Magic j 

21 

Magic Barrier 

31 

Multi heal 

41 

Kazing 

5B 

Mist Me 

: 64 

Prezing 

60 

Omniheal 

\ 100 



HOW ACQUIRED 

Monster 

chimaeraXY. Empyrea (scouted) 

Synthesis 

Healer (100) - Mage-Aid (IDO) - 
Bolsterer (100) 


USER WINDBLAST WARD 

m 

ABILITY 

Points 

Maximum HP +20 

s : 

Maximum MP +20 

io 1 

Maximum HP +30 

30 

Maximum MP+30 

50 

Woosh Guard 

Pro 

Bang Guard 

[ TOO 


HOW ACQUtftEO 


Monster 


Synthesis 


Bang Ward {100) + Woosh 
■ Ward (100) 


UBER DARKLIGHT WARD 

m 

ABILITY 

Prj ii ! 

Maximum HP +20 

5 

Maximum MP +20 

10 

Maximum HP +30 

30 

Maximum MP +30 

50 

Zap Guard 

TD 

Zam Guard 

mm 


[how ACQUIRED 

Monster Canzar (scouted) 

Svnlhesls 2lp Wa,d (100) + 
i/ulhesls | 2am Ward (100) 


UBER ATTACK BOOST 

SI 

ABILITY 

Points . 

Attack +3 

$ 

Attack +5 

13 

Atlack +10 

23 

Ahack+12 

33 

Attack +15 

43 

Attack +13 

53 

Attack +21 


Attack +24 

Attack +27 

Attack +30 



HOW ACQUIRED 

Monster 

— 

: Synthesis 

Boom Bower (100) + Healer (100) + At¬ 
tack Boost (100) + Martial Artist (1 DO) 


i)BER MAGIC BOOST 

i ABILITY 

Peri BlS 

Maximum MP +5 

5 

Maximum MP +10 

13 

Maximum MP +15 

23 

Maximum MP +20 

33 

Maximum MP +22. 

43 

Maximum NIP +24 

53 

Maximum MP +26 

63 

Maximum MP +23 

73 

Maximum MP +30 

85 

Maximum MP +35 

100 


HOW ACQUIRED 

Munster 

slime XY 

Synthesis 

Sizz & Zap III (1 DO) + Fira 

III (100) 


UBER DEFENCE BOOST 

13 

I ABILITY 

Polnu 

Defence +3 

5 

Defence +5 

n\ 

Defence +10 

23 

Dele nee + 12 

: 33 i 

Defence +15 

43 

Defence +10 

S3 

Defence -21 

1 63 

Defence ^24 

73 

Defence +27 

85 

Defence +30 

| 100 


HOW ACQUIRED 


Monster Jj—_J 

- th . J Wind blower (100) + Sap Ward (100) 
synEnesrsj + & 0 qsi <100) + Priest (100) 


UBER AGILITY BOOST 

m 

ABILITY 

Points 

Agility +3 

5 

Agility +5 

13 

Agility+10 

23 

Agility +12 

33 

Agility +15 

43 

Agility +1B 

63 

Agility +21 

63 

Agility +24 

73 

Agility +27 

asH 

Agility +30 

IDO 


HDW ACQUIRED 

Monster 


Synthesis 

Icemesler (100} + Decelerate Ward (100) 
+ AgilSy Boast (100) t Thiel (100) 


UBER WISDOM BOOST 

m 

ABILITY 

Paints ; 

i Wi$dom +3 

5 


; Wisdom +5 


Wisdom + 10 

MTM 

Wisdom +12 


Wisdom+15 

43 

Wisdom +18 

53 

Wisdom + 21 

S3 

Wisdom +24 

73 

Wisdom +27 

35 

Wisdom +30 

1 100 1 


HOW ACQUIRED 

Monster 

- 

Synthesis 

White Knight (100) + Dim Ward (1W) 
+; Wisdom Boost (100) + Sage (1 DO) 


UBER HEAT WARD 

m 

ABILITY 

Points | 

Maximum HP +20 

Kfl 

Maximum MP +20 

■ i° 

Maximum HP +30 

■ " 

Maximum MP +30 

f 50 

Frizz Guard 

■ » 

Fire Breath Guard 

1 100 


HOW -ACQUIRED 

Monster 

— 

Synthesis 

Fire Breath Ward (100) + 

Frizz Ward <100: 


193 





























































































































































































































































































m 





UBER COLD WARD 

M 

ABILITY 

Ptilrils 

Maximum HP +20 

1 5 

Marfftum MP +20 

i 1“ 

Maximum HP +30 

30 1 

Maximum MP +30 

50 

Crank Guard 

! 70 

Ice Breath Guard 

1 100 


; HOW ACQUIRED 

Mgrteler 

— 

Other 

Ice Breath Wand (100]« 

Crack Ward (100] 


W/ARRtOR 

m 

ABILITY 

Points 

■ Helm Splitter 

5 

Maximum HP +10 

10 

Metal Slash 

17 

Attack +10 

£4 

[ Dragon Slash 

32 

Maximum HP +10 

40 

Multislash 

49 

Attack +10 

59 

Hatchet Man 

j 70 

Master of Weapons 

100 


HOW ACQUIRED 

Monster 

- 

Other 

use warrior's scroll 


MARTIAL ARTIST 

^■ 

M 

SAGE 

sa 

ABILITY 

Points 

■ ABILITY 

Points 

Heart Breaker 

5 

Prezing 

5 

Maximum MF +10 

ID 

Maximum MP +10 

10 

Body Siam 

17 

Dazzletlash 

17 

Attack+10 

24 

[ Wisdom +10 

24 

Defending Champion 

32 

Muitiheal 

32 

Agility+1$ 

40 

Maximum MP +20 

40 

Double Up 

49 

Kazing 

49 

Attack +10 

59 

Wisdom +1S 

39 

Multilist? 

70 

Wave of Relief 

70 

Able Amh usher 

ISO 

Big Banp 

ICO 


HOW ACQUIRED 

1 HOW ACQUIRED 

Monster 

— 

Monster 

— 

Other 

use martial artist's scroll 

Other 

use sage’s scroll 


WONDER CONSTRUCTION 

m 

ABILITY 

Paints 

Boulder Dash 

6 

Binge 

« 

Spark 

11 

Waterspout 


Fuddle Dance 

34 

Ban Dance Guard 

45 

Wind Sickles 

“ 

Master of Weapons 

70 

Wicked Walts 

10D 


zmonn^i^Himn 

MORRIE'S MELANGE 




ABILITY 

Points 

Sap 

8 

Attack +5 

17 

Oomph 

27 

[ Attack +10 

[ 39 

Qomphle 

55 

Genius Talent Scout 

100 


HDW ACQUIRED 

Monster 

■-1 

maniacal mole 

Other 

- 


HOW ACQUIRED 

Monster 

scMelman tank, dhoul magus 

Other 



MAGE 


HOW ACQUIRED 


ABILITY 

Points 

Swoosh 

5 

Maximum MP +10 

10 

Frizzle 

17 

Wisdom +10 

24 

Crackle 

32 

Maximum MR +20 

r jo 

Boom 

49 

Wisdom +10 

so 

Kaflzzle 

| 1 n\ 

Frizz Cracker 

100 


HOW ACQUIRED 

Monster 


Other 

use mage's scroll 


THIEF 

M 

: ABILITY 

Points 

Accelerate 

5 

Agility -10 

10 

! Klepto Clobber 

17 

Agility +10 

24 

Accelerate 

32 

Agility +10 

40 

Penny Pincher 

\ 49 

AgiliLy +10 

59 

Dodgy Danci 

70 

Decelerate Guard 

100 


HOW ACQUIRED 

Monster 

!- 

Other 

use thief's scroll 


RATTLE ROAD WASTER 

m 

1 ABILITY 

Points 

Slime Dunk 

6 

Attack; +10 

14 

Dragon Slash 

1 ?0 

Poison Guard 

35 

| insulate 

! 35 

. Defence +18 

44 

Counter 

58 1 

; Confusion Guard 

66 

. Gigagash 

64 

Master of Weapons 

! too 


Monster 

schleiman tank, dttouImagus 

Other 

- 


PRIEST 

M 

! ABILITY 

Point? 

Heai 

5 

Maximum MP+10 

10 

Sguelcb 

17 

Wisdom +5 

24 

Midheal 

32 

Maximum NIP +10 

40 

| Zing 

49 

Wisdom +16 

5& 

; Whack 

70 

I Fearty Gates 

100 


KOW ACQUIRED 

Monster 

F 

Other 

use priest's scroll 


FLUTE WARRIOR 

m 

ABILITY 

Pol rite 

Sap 

5 

Metal Beater 

15 

; Decelerate 

20 

[ Dazzle Guard 

30 

Gave Magic 

42 

Inaction Guard 

52 

Showstopper 

69 

Comeback Kid 

62 

Big Bangs 

100 


HOW ACQUIRED 


Monster 

Order 


schleirman tank 


HERO OF THE HEAVENS 

m 

ABILITY 

Points ; 

Inferno 

6 ; 

r 

Oomph 

r is 

Inferno Slash 

[ 23 

1 Multitieal ~ 

32 

Cremate 

44 

Wave of Relief 

55 

i Kazappfe 

1 75 

Scorch 

105 


HQW ACQUIRED 

Monster 

graygnarl 

Other 

-. - 


VILE VOID 

m 

ABILITY 

Points 

Cold Blizzard 

6 

War Cry 

11 

Wave of Panic 

23 

Meditation 

32 

Lightning Storm 

44 

Lingering Malhaze 

56 

Kazammfe 

75 

C-C-Cold Brealh 

( m 


HOW ACQUIRED 

Monster 

Barbaras 

Other 

— 



































































































































































































































CHAPTER 

g 


TRAITS 



Traits are passive abilities that convey a variety of benelits to your monsters. The majority of monsters have a single Trait , but a handful 
of monsters have zero Traits, while other monsters have multiple Traits. There are three categories of Traits: Special Effects, Parameter 
Tweaks, and Resistance +/-, Special Effects Traits impact a monster’s abilities in combat or while scouting. Parameter Tweaks alter the 
monster's statistics (HP. MP, Attack, etc.} in various ways. Resistances +/- deal with the families of spells (Sag, Zam, etc.) and either 
how effectively a monster employs those spells or how welt the monster stands up to the etleets ol those types of spells. 



Most Traits are inherent to a certain type ol monster. For example, one of the possible starling monsters, bad egg. has the Crafty Gobstopper Trait. All bad 
eggs, regardless of how you obtain them, have this Trait. However, there is a second type of Trait that comes from allocating points into certain Skills. 

if you wants creature with Dank Guard, for example, it must have one of the following Skills: Bombardier Dorsal Fiend, Great Godhird. or Donk Ward. To 
learn more about Skills, check out that section of the guide, as well as the section on monster synthesis to see how to assign Skills to monsters. 


ALPHABETICAL LISTING OF TRAITS 


# 

TRAIT 

If 

TRAIT 

• 

TRAIT 

* 

TRAIT 

140 

Ablllferator Guard 

173 

Crafty Dazzler 

102-111 

Defence + 

51 

HP Roulette 

30 

Able Aftbusher 

IBS 

Crafty Debater 

54 

Defence Roulette 

143 

tee Breath Guard 

112-121 

Agility + 

! IBS 

Crafty Devil 

29 

Desperado 

67 

Imposing 

55 

Agility Roulette 

186 

Crafty Dimmer 

156 

Dim Guard _ 

152 

1 paction Guard 

1 

Artful Dodgei 

167 

Craft;/ Donker 

61 

Disruptive Wave 

68 

Intimidating 

92-101 

Attack + 

170 

Crafty Fire Breather 

1 139 

Donk Guard 

a 

Last Word 

53 

Attack Paulette 

176 

Grady Fizzter 

~T~| 

Double Trouble 

65 

Late Riser 

150 

Ban 'Dance Guard 

160_ j 

Crafty Frrzzer 

147 

Drain Magic Guard 

71 

: Lgojjst j 

133 

Bang Guard 

177 

Crafty Gobstopper 

9 

E;vlv Bird 

31 

Magic Miser 

23 

Bangmeister 

1/1 

Crafiy Ice Breather 


Escape Artist 

20 

Magic Regenerator 

16 

Big Hitter 

180 

Crafty Inactivast 

69 

Fast Learn tr 

32 

Magic Scrooge 

141 

Blade Blunter Guard 

175 

Crafty Magic Drainer 

142 

Fire Breath Guard 

159 

Magical Sabotage Guard 

40 

Bouncer 

157 

Crafty Magical Saboteur 

14B 1 

fizzle Guard 

33 

Master ot Weapons 

42 

Close Scraper 

161 

Crafty Paralyser 

7 

1 Fly Swatter 

72-81 

Maximum HP 4 

59 

Comeback Kid 

174 

Crafty Poisoner 

48 

Foot Dragger 

B2-91 

Maximum mp + 

37 

| Confusing Touch 

i 183 

Crafty Sagger 

: 132 

[Frizz Guard _ 

6 

Metal Beater 

151 

Confusion Guard 


I Crafty Sapper 

22 

FrLzzmeister 

2 

Metal Body 

41 

Gounleractm&t 

106 

: Crafty Sizar 

45 

Genius Talent Scout 

58 

MP Gambit 

12 

Gounterstrikcr 

1S£ 

I Crafty Sleeper 

34 

Giant Kilter 

52 

|MP Roulette 

135 

Crack Guard 

172 

Crafty Whacker 

149 

, Gobstopper Guard 

14 

Paralysing 

25 

Cracfcmeister 

162 

' Crafty Woos her 

70 

Gold Getter 

35 

Paralysing Touch 

m 

Crafty Ablllferator 

165 

Crafty Zammer 

17 

Grand Slammer 

153 

Paralysis Guard 

161 

j Crafty Banger 

164 

! Crafty Zapper 

21 

Health Professional 

15 

Perilous Parrier 

169 

j Crafty Blade Blunter 

5 

Critical Massacre 

62 

Heckling Hector 

146 

Poison Guard 

179 

Crafty Confuser 

145 

Dazzls Guard j 

10 

Hit Squad 

JL_ 

| Poisonous_II 

163 

Crafty Cracker_J 

39 

Deadly Touch 

11 

Hopeful Hitter 

36 

Poisonous Touch 

i?a 

1 Crafty Dance Ban nor 

157 

Decelerate Guard 

57 

HP Gambit 

44 

Pro Talent Seoul 


in 

—2—f 

63 


Psycho 

Rabbte Rous&r 


155 S3Q Guard 


156 Sap- Guard 


m 

28 

154 

38 

19 


Scare Stare 
$i 2 z Guard 
Slzimeister 
Sleep Guard 
Sl eepy Touch 
Steady Recovery 


E4 


50 

49 

43 


Strangely Alluring 
Tactical Genius 


Tactical Trooper 


Talent Scout 


47 Timid 


144 

122-131 


55 

134 


24 


46 


137 

27 


Wave at Relief 


Whack Guard 


Wisdom + _ 

Wisdom Roulette 
Woosh Guard 


Woosh melsler 
Yellow-belly 


25 


Zam Guard 
Zammeister 


Zap Guard 


Zapmeister 


TRAITS 












































































































































































































ITRAITS WITH DESCRIPTI0NS7S0RTED BY NUMBER 



TRAIT 

DESCRIPTION 

1 

Artful Dodger 

Doubles the chance of Grading enemy attacks. 

2 

Metal Body 

Cuts damage sustained from enemy attacks to 1/3. 

3 

Psycho 

Allows monsters to Psyche Up In battle 

i 

Double Trouble 

Monster will acl twice in succession when not given specific 
orders. 

5 

Critical Massacre 

Doubles the chance at larding a critical hit 

6 

lUtettl Beater 

Damage inflicted on enemies with metar bodies Increases by 

1 point. 

7 

Fly Swatter 

Prevents enemies from using Artful Dodger. 

8 

Last Word 

Monster will attack last in battle. 

9 

Early Bird 

Monster will attack first in battle. 

10 

Hit Squad 

Monster can launch multiple attacks In succession. 

11 

Hopeful HHter 

Attacks often miss the mark but can deicer critical bits. 

12 

Couuterslnk&r 

Monster may launch a counter-attack when attacked. 

13 

Poisonous 

Monster may inflict Poison on enemies upon being attacked. 

14 

Paralysing 

Monster may inflict Paralysis on enemies upon being attacked. 

IS 

Perilous Parrier 

Monster wifi usually sustain more damage but will occasionally 
taka none. 

IS 

Big Hitter 

Increases damage dealt by attacks. Skills, and abilities. 

17 

Grand Slammer 

Attacks strike all enemies, and damage dealt by Skills and 
abilities increases. 

IS 

Escape Artist 

Monster will always be able to flee from a balds 

19 

Steady Recovery 

Monster recovars a little HP each time if acte in battle 

20 

Magic Regenerator 

Monster recovers a little MP each time it acts in battle, 

21 

Health Professional 

Boosts healing spell effects while decreasing MP consumption. 

22 

Frizzmeister 

Boosts Frizz-type magic effects white decreasing MP consumption. 

23 

Bangmelster 

Boosts Bang-type magsc effects while decreasing MP consumption. 

24 

Woostimeisler 

Boosts Woosh-type magic effects while decreasing 

MP consumption. 

25 

Grackmeister 

Boosts Crack-type magic effects while decreasing 

MP consumption. 

26 

Zapmeister 

Boosts Zap-type magic effects while decreasing MP consumption. 

27 

Zammelster 

Boosts Zam-type magic effects while decreeing MP consumption. 

2fi 

Slzzmeister 

Boosts Scz-type magic effects while decreasing MP consumption. 

29 

Desperado 

Increases the chance ot landing a critical bit when HP is 
extremely low. 

30 

Able Ambushor 

Doubles the chance of launching preemptive strikes. 

34 

Giant Killer 

Monster can teal heavy da mage to large monsters. 

35 

Paralysing Touch 

Can paralyse enemies wban attacking. 

36 

Poisonous Touch 

Can poison enemies when attacking, 

37 

Confusing Touch 

Can confuse enemies when attacking. 

36 

Sleepy Touch 

Dan put enemies to steep with a successful attack. 

39 

Deadly Touch 

Can send an attacked enemy lo the hereafter, 

40 

Bouncer 

Bounce is constantly activated and cannot be canceled. 

41 

Counteractivi&t 

Counter Is constantly activated and cannot be canceled. 

42 

Close Scraper 

Enables monster to survwe fatal damage with 1 HP. 

43 

Talent Scout 

Scout gauge can be boosted whan a show of strength 
is launched. 

44 

Pro Talent Scout 

Seoul gauge will be boosted considerably when a show of 
strength is launched. 



46 

Yellow-belly 

Monster may occasionally become flustered and unable to act. 

47 

Timid 

Monster can occasionally become excessive^ timid and refuse 
io aci, 

43 

Foot Dragger 

Monster can occasionally refuse to listen to orders and not act. 

49 

Tactical Troo per 

Monster will carry out an action onGe Dr twice in a row when noi 
given specific orders. 


TRAITS FROM SKILLS 

$ 

Trait 

Description 

nr 

Genius Talent 

Scout 

The $.o*e leamahle Trat among the Talent Scout eel of Traits. Scout 
gauge will be boosted very slightly when a show of strength is launched. 


51 

HP Roulette 

Maximum HP may increase or decrease in Hattie. 

52 

MP Roulette 

Maximum MR may increase or decrease in battle. 

S3 

Attack Roulette 

Attack may increase or decrease in battle. 

54 

Defence Roulette 

Defence may increase or decrease in battle. 

55 

Agfllfy Roulette 

Agility may increase or decrease in battle. 

56 

Wisdom Roulette 

Wisdom may increase or decrease in battle. 

57 

HP Gambit 

HP increases to i .5 times its maximum in battle, but attack and 
defence are both reduced to 1. 

53 

MR Gamhil 

MP increases to 2 limes its maximum in battle, but attack ard 
wisdom are both ieduced tc 1. 



TRAITS FROM SKILLS 


A 

# T rail 

Description 




72-31 

Maximum HP + 

Increases Maximum HP by the given amount. 

32-91 

Maxim urn MP - 

Increases Maximum MP by the given amount. 

92-101 

Attack + 

Increases attack power by the given amount 

192-111 

Defence + 

Increases defence by itte given amount. 

112-121 

Agility 4 

Increases agility by the given amoutil, 

122-131 

Wisdom 4- 

increases wisdom by the given amount. 

132 

Frizz Guard 

Increases resistance to Frizz-type magic. 

133 

Bang Guard 

Increases resistance to Bang-type magic. 

134 

Woosh Guard 

Increases resistance to Woosh-type magic. 

135 

Crack Guard 

Increases resistance to Crack-type magic. 

136 

Zap Guard 

Increases resistance lo Zap-type magic 

137 

Zam Guard 

increases resistance to Zanr-type magic. 

136 

Slzz Guard 

increases resistance to Slzz-type magic. 

■39 

Dock Guard 

Increases resistance to Dank-type magic. 

140 

Abilitarator Guard 

Increases resistance to Abiliteratcr-type magic, 

141 

Blade Blunter Guard 

increases resistance to Blade Blunter-type magic. 

142 

Fire Breath Guard 

increases resistance to Fire Breath-type magic. 

143 

Ice IMb Guard 

increases resistance to tee Breath-type magic. 

144 

Whack Guard 

Increases resistance to Whack-type magic. 

T45 

Dazzle Guard 

Increases resistance to Dazzle-type magic. 

146 

Poison Guard 

Increases resistance to Poison-type magic 

147 

Drain Magic Guard 

Increases resistance to Drain Magic-type magic. 

143 

Fizzle Guard 

Increase$ resistance to FizzlHype magic, 

149 

Gobstopper Guard 

Increases resistance to C-obstnpper-lype magic. 

150 

Ban Dance Guard 

Increases resistance to Ban Dance-type magic. 

151 

Contested Guard 

Increases resistance to Confusion-type magic. 

152 

Inaction Guard 

Increases resistance to inaction-type magic. 

153 

Paralysis Guard 

Increases resistance to Paralysis-type magic. 

154 

Sleep Guard 

Increases resistance to Sleep-type magic. 

155 

Sag Guard 

Increases resistance to Sag-type magic. 

156 

Sap Guard 

increases resistance le Sap-type magic, 

157 

Decelerate Guard 

Increases resistance le Derate rate-type magic 

150 

Dim Guard 

Increases resistance le Dim-type magic. 

159 

Magical Sabotage Guard 

Increases resistance to Magical Saboiage-type magic. 


























































































































































I 


Monster will carry out an action one to three times in a row 
, when not given specific orders. 



59 

Comeback Kid 

Monster will have a slim chance of being revived after dying, 

60 

Wave of Relief 

Wave ul Relief may be launched automatically during battles, 

61 

Disruptive Wave 

Disruptive Wave may be launched automatically during battles. 

62 

Heckling Hector 

When an enemy's tension Increases In battle, all toes’ tension 
will automatically decrease. 

63 

Rabble Rcu&er 

Can increase tension of all allies at the start of a battle. 

64 

Strangely Alluring 

Can Dazzle enemies and immobilize them at the start at a battle. 

65 

Ltie Riser 

Monsler may occasionally fall asleep at the start of battle. 

66 

Scare Stare 

Can unnerve enemies with a piercing stare and immobilise them 
at the start of a battle. 

! 67 

Imposing 

The monster's imposing presence can Immobilize enemies al the 
start of a battle 

68 

Intimidating 

Can intimidate enemies and immobilize them at the start 
of a battle. 

69 

East Learner 

Experience points received after a battle ere Increased by 10%. If 
multiple monsters in the team possess this Trait, this percentage 
wifi increase. 

70 

Gold Getter 

The am mini of gold coins received after a battle is increased by 
20 %. If multiple monsters in the team possess this trail, this 
percentage will increase. 

71 

Lootist 

The chance of receiving items after a battle is increased. If 
multiple monsters in the learn possess this trait, this chance will 
increase further 


160 

Crafty Frizzer 

Reduces enemies' resistance to Frizz-type magic. Has no effect 
gn enemies that are impervious to Frizz-type magic 

161 

Crafty Banger 

Reduces enemies' resistance to 8ang-type magic. Has no effect 
on enemies that are impervious to Bang-type magic. 

162 

Crafty Wcmsher 

Reduces enemies' resistance to Woosh-type magic. Has no 
effect on enemies that are impervious to Woosh-type magic, 

163 

Crafty Cracker 

Reduces enemies' resistance to Crack-type magic. Has no effect 
on enemies ltiat are impervious to Crack-type magic, 

164 

Crafty Zapper 

Reduces enemies' resistance to Zap-type magic. Has no effect 
on enemies that are impervious to Zap-type magic. 

165 

Crafty Zammer 

Reduces Enemies' resistance to Zam-typfl magic. Has no effect 
on enemies fhal are impervious to Zam-type magic. 

166 

Crafty Sizzer 

Reduces enemies' resistance to Sizz-type magic. Has no effect 
on enemies that are impervious to Sizz-type magic. 

167 

Crafty Donker 

Reduces enemies’ resistance to Dank-type magic. Has no effect 
on enemies that SFe impervious to Donk-type magic. 


rr- 

TRAIT 

DESCRIPTION 

tea 

Crafty Abilrterator 

Reduces enemies 7 resistance to Abiliterater. Has no effect on 
tnErnies that are impervious to AM!iterator. 

169 

Crafty Blade Blunter 

Reduces enemies' resistance to Blade Blunter Has no effect on 
enemies that are impervious to Blade Blunter. 

170 j 

Crafty Firs Breather 

Reduces enemies' resistance to Fire Breath, Has no effect on 
enemies that are impervious to Fire Braatb. 

171 

Crafty Ice Breather 

Reduces enemies' resistance to Ice Breath. Has no effect on 
enemies that are impervious to Ice Breath. 

172 

C ratty Whacker 

Reduces enemies' resistance to Whack-type magic. Has no ef- 
feci on enemies that are impervious lo Whack-type magic. 

173 

Crafty Dazzle r 

Reduces enemies' resistance to Dazzle-type magic. Has no effect 
on en&mies that are impervious to Dazzle Type magic. 

' 174 

Crafty Poisoner 

Reduces enemies" resistance to Poison Has no effect on 
enemies that am impervious to Poison, 

175 

Crafty Magis 

Drainer 

Reduces enemies’ rexistence to Drain Magic spells. Has no 
effect on enemies that are impervious to Drain Magic. 

176 

Crafty Fizzler 

Reduces enemies' resistance to Fizzle-type magic. Has no tiled 
on enemies that ere impervious to Fizzle-type magic. 

177 

Crafty Gobstopper 

Reduces enemies' resistance to Gnh^topper. Has na effect on 
enemies that am impervious to Gob stopper. 

j 17B 

Crafty Danes 

Banner 

Reduces enemies' resistance to Ban Dance. Has no effect on 
enemies that are impervious to Ban Dance. 

179 

Crafty Confuser 

Reduces enemies' resistance to Conlusion. Has no effect on 
enemies that are Impervious tD confusion 

130 

Crafty loactrvist 

Reduces enemies" resistance to missing a turn, Has no tiled on 
enemas that are resistant to missing a turn. 

181 

Crafty Paralyser 

Reduces enemies' resistance to Paralysis. Has no effect on 
enemies that are impervious to Paralysis. 

162 

Crafty Sleeper 

Reduces enemies' resistance to Sleep. Has no effect on enemies 
lhat are impervious to Sleep. 

163 

Crafty Sagger 

Reduces enemies' resistance lq Sag-type magic. Has na etfcct 
on enemies that are impervious to Sag-type magic. 

184 

Crafty Sapper 

Reduces enemies' resistance to Sap-type magic. Has no effect 
on enemies that are impervious to Sap-type magic. 

135 

Crafty Decelerate! 

Reduces enemies’ resistance to Decelerate-iype magic. Has no 
rifaci on enemies that are impervious to Decelemte-type magic. 

186 

Crafty Dimmer 

Reduces enemies' resistance to Dim-type magic Has no effec! 
on enemies that are impervious to Dim-type magic. 

1fl7 

Crafty Magical 
Saboteur 

Reduces enemies' resistpnpE to Magic Frailty. Has no nflect on 
enemies that are- impervious lo Magic Frailty. 

188 

Crafty Devil 

Reduces enemies' resistance to til spells, abilities, and status 
ailments. 
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ABILITIES & SPELLS 



DAMAGING ABILITIES 


ICON 

NAME 

TYPE 

MP 

COST 

description 

9 

Kamikazee 

Whack 

1 

Sacrifices caster's own life In an attempt to 
destroy all anemias. 

9 

Whack 

Whack 

9 

A cursed incantation that can send a single 
e;nemy to the hereafter. 

4f 

Pearly Gates 

Woosh, Zap 

34 

Smites all enemies with divinely powerful 
holy light. <171 -220 damage) 

4f 

Zam 

Zam 

4 

Strikes a single enemy with dark lightning. 

{22 - 145 damage) 

♦ 

Zammle 

Zam 

6 

Strikes £ single enemy with hellish lightning. 

(61 - 239 damage) 

4f 

Kazam 

Zam 

10 

Strikes a single enemy wilh abyssal lightning. 
(142 ■ 362 damage) 

9 

KazammlB 

Zam 

3D 

Strikes a single enemy with stygian lightning. 
(242 -477 damage) 

4? 

Zap 

Zap 

4 

Strikes a single enemy with holy lighining. 

(15 -135 damage) 

9 

2appfe 

Zap 

4 

Strikes a single enemy with hallowed 
lightning. (66 - 249 damage! 

9 

Kazap 

Zap 

10 

Strikes a single enemy with sacred lightning. 
(147 - 367 damage) 

4 ? 

Kazapple 

Zap 

30 

Strikes a single enemy with divine lightning. 

(247 ■ 474 damage) 

@ 

Weakening 

wallop 

Sag 

4 

An attack that can decrease the target's attack 
power as if inflicts damage. 

s 

Kfepto Clobber 

- 

0 

An attack that can steal an item as it inflicts 
damage, (deals 10% normal damage) 

9 

Double Up 

- 

1 

Deals extra-large damage while greatly 

reducing the user's defence for one turn 
(50% extra damage up to a maximum of 200) 

8 

Beast Bopper 

- 

2 

Deals extra damage to beasts. 

; (35% extra damage) 

ffl 

Demon 

Demeanor 

- 

2 

Deals extra damage to demons. 

(35% extra damage) 

$ 

Double-Etlgsd 
Slash 

- 

2 

Deals massive damage to an enemy, but the 
attacker takes some damage, toe, 

(Double damage to enemy, half damage to 
; your monster) 

© 

Dragon Slash 

- 

2 

An attack that deals heavy damage to 
dragons. (35% extra damage] 

© 

Material Whirl 

- 

2 

Deals extra damage to materialists. 

[35% extra damage) 

© 

Mercurial 

Thrust 

- 

2 

A lightnin g-fast si i ike that el lows its user to 
attack first, (deals 80% of normal damage) 

© 

Meta! Slash 

- 

2 

An attack that's sure to damage enemies with 
mtiai bodies. 

© 

Mysterian 

Mauler 

- 

2 

An attack that deals heavy damage to 
monsters from the ??? family. 

(35% extra damage! 

© 

Nature Nerfer 

- 

2 

Deals extra damage to naturalises. 

(35% extra damage) 

ffl 

Penny Fincher 

- 

2 

An attack that can steal gold coins as it 
inflicts damage. 

© 

Slime Dunk 

- 

2 

Deals extra damage to slimes, 

(35% extra damage) 


ON 

NAME 

TYPE 

MP 

COST 

description | 

9 

Bang 

Bang 

5 

Demmes all enemies with a small explosion. 
(19-78 damage) 

* 

Boom 

Boom 

S 

Engulfs all enemies in a large explosion. 

{45 -166 damage) 

* 

Kaboom 

Boom 

15 

Blasts all enemies with a massive explosion. 
(106- 239 damage) 

* 

Kaboomle 

Boom 

45 

Blasts alt enemies with an incredibly violent 
explosion. (194 - 345 damage) 

* 

Crack 

Crack 

3 

Pferces a single enemy with sharp icidas. 

{2t - 124 damage) 


Crackle 

Crack 

5 

Strikes all enemies with sharp Icicles. 

(37 -157 damage) 

f 

Kacrack 

Cmck 

12 

Rips into all enemies with a hail of razor- 
sharp icicles. (95-226 damage) 

9 

KacracHe 

Crack 

36 

Skewers all enemies with a barrage of 
razor-sharp icicles. -190 - 324 damage) 

If 

Frizz Cracker 

Crack, Frizz 

80 

A violent disturbance in the world's natural 

equilibrium deals ferocious damage to a 
single enemy. (280 ■ 514 damage] 

9 

Dunk 

Dank 

12 

Reduces a single enemy's HP by 1M, 

4f 

Kadcnk 

Donk 

32 

Reduces all enemies' HP by 1/6. 

4? 

Magic Burst 

Fire Breath 

All 

Unleashes all remaining MP at enemies in an 
extreme magical assault. The more MPthe 
caster has. the more damage rs dealt, [damage 
Clean equals MP jr 1 5, maximum of 768) 

4f 

Frizz 

Frizz 

2 

Singes a single enemy wtlti a small lire ball. 

[11 -103 damage) 


Frizzle 

Frizz 

4 

Bums a single enemy with 4 large lire ball. 
(60-288 damage) 

4f 

Kalrizz 

Frizz 

10 

incinerates a single enemy with a huge 
lireball {144 - 344 damage) 

t 

Kafrizzle 

Frizz 

30 

Cremates a single enemy with an enormous 
fireball, (277 - 471 damage) 

4 ? 

Slz2 

Sizz 

3 

Smges all enemies with a blazing lira. 

[12 - 36 damage) 

4 f 

Sizzle 

Sizz 

5 

Burns all enemies with a blazing wall of fire, 

(22 - 65 damage! 

4 f 

Kaslzz 

SJzz 

12 

Incinerates all enemies with a blazing wall ol 
flame. (65 - 178 damage) 

9 

Kasizzte 

Sizz 

36 

Cremates all enemies with blazing heUfire. 

; (166-326 damage) 

* 

Woosh 

woosh 

3 

Flays all enemies with a small whirlwind. 
(11-72 damage) 

4 f 

Swoosh 

Woosh 

5 

Flays all enemies with a large whirlwind. 
(30-144 damage) 

9 

Kaswoosh 

woosh 

12 

Flays all enemies with a mighty whirlwind. 

(96 - 215 damage) 

4 f 

Kaswooshle 

Woosh 

36 

Flays all enemies with a ferociously 
destructive whirlwind. 

* 

Thwack 

Thwack 

12 

A cursed incanlation that can send all 
enemies to the hereafter 
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DAMAGING ABILITIES CONTINUED 



ICO to 

NAME: 

rm 

m 

DOST 

DESCRIPTION 

© 

Undead Undoer 

- 

2 

Deals extra damage to the undead, 

(35% extra damage) 

0 

Halchel Man 

- 

3 

An unpredictable attack that can deal critical 
damage If it connects. 

© 

Multislash 

- 

5 

Damages all enemies with a single slash, 

[00% damage to leftmost target. 50% 
damage to second target, 25% damage to 
third target) 

© 

Frenzy 

- 

3 

Launches a critical hit toward a Iriend or a 
foe at random. 

© 

Muffifists 

- 

10 

Attacks the enemy at random with loot 
weak strikes. 

© 

Break-dance 

Beat 

Ban dance 

4 

An attack that can stop the target performing 
dancing attacks as it inflicts damage. 

0 

Gigaslash. 

Bang 

16 

A mighty slash that deals Bang damage to a 
single enemy. Effectiveness increases with 

Ihe user’s level. (161 - 300 damage) 

ffl 

Gigagash 

Bang 

55 

A mighty slash that deals Bang damage to 
all enemies. Effectiveness increases with the 
user's level. [161 ■ 300 damage) 

0 

Bomb Slash 

Bang, Bonk 

2 

Hones in on enemy's weakpoini and slices 
ihe target with attacks such as an explosive 
slash. (10% extra damage) 

0 

Bla&tS lash 

Bang, Donk 

4 

Hones in on enemy's weakpoinl and slices 
the target with attacks such as a devasfatirgly 
explosive slash, (20% extra damage) 

0 

Boulder Dash 

Bang, Donk 

4 

Hurls a rock at a single enemy. 

[30 - 40 damage) 

0 

Boulder Bash 

Bang, Donk 

8 

Splits the earth, piercing all enemies with 
deadly rocks. (70 ■ 85 damage) 

0 

Boulder Toss 

Bang, Donk 

25 

Hurls jagged rocks at all enemies. 

[103 ■ 1B7 damage) 

© 

Hallowed Sia&h 

Bang,Zap 

Z 

Hones in on enemy’s waakpolnE and slices the 
targei with attacks such as a stash imbued 
with holy energy. (10% extra damage) 

© 

Sacred Slash 

Bang, Zap 

4 

Hones in on enemy’s weakpoint and slices 
the target with attacks such as a most divine 
stash. (20% extra damage) 

© 

Baffling Bonk 

Confusion 

3 

An atlack that can confuse its target as it 

Inflicts damage. 

© 

Frost Slash 

Crack, ice 
Breath 

t 

Hones in on enemy's weakpoint and slices 
the target with attacks such as a chilling 
slash, (10% extra damage) 

© 

Blizzard Slash 

Crack, ice 
Breath 

“ ; 

4 

Hongs in on enemy's weakpoint and slices 
the target with attacks such as a freezing 
slash. (10% extra damage) 

© 

Waterspout 

Crack, fee 
Breath 

5 

Sprays a jet of water at a single enemy. 

(48 - 50damage) 

© 

Geyser 

Crack, Icq 
B reath 

10 

Blasts all enemies with a powerful jet of 
water, (80 - 05 damage) 

© 

Tidal Wave 

Crack, Ice 
Breath 

25 

Overwhelms all enemies with a devastating 
deluge. (108 - 187 damage) 

0 

Wicked Waltz 

Dance 

AN 

A dastardly dance that deals damage in an 
undetermined direction. 

© 

Blinding Blow 

Dazzle 

4 

An attack that Gan decrease the target's 
accuracy as it inflicts damage. 

© 

Slowing Slug 

Decelerate 

4 

An attack that can decrease the target's agiliLy 
as it inflicts damage. 

© 

Stupefying 

Strike 

Dim 

4 

An attack that can decrease ihe target's 
wisdom as it inflicts damage. 

© 

Shade Slash 

Donk, Zam 

Z 

Hones In on enemy's weakpoint and slices 
ihe target with attacks such as a slash infused 
with dark energy. (10% extra damage) 

© 

Shadow Slash 

Donk, Zam 

4 

Hones in on enemy’s weakpoint and slices 
ihe target with attacks such as a hellishly dark 
slash. (20% extra damage) 

© 

Fire Breath 

Fire Breath 

3 

Blows hot breath at ail enemies 
(14-21 damage) 

© 

Flame Breath 

Fire Breath 

5 

Blows fiery breath at all enemies. 

(31 ■ 43 damage) 

© 

Scorch 

Fire Breath 

36 

Blows scorching breath at all enemies. 

(180 ■ ZlBdamage) 

© 

Inferno 

Fire Breath 

12 

Blows blazing breath at all enemies. 

[fifi ■ 103 damage) 


ICON 

NAME 

TYPE 

MP 

COST 

DESCRIPTION 

© 

: Flame Slash 

Frizz, Fire 
Breath 

l 

Hon os in on enemy's weakpoinl and slices 
the target with attacks such as a fiery slash, 
(10% extra damage) 

© 

Singe 

Frizz, Fire 
Breath 

5 

Lightly flambes a single enemy. 

(35 - 45 damage) 

© 

Sear 

Frizz. Fire 
Breath 

10 

Badly chars all enemies. (ED - 95 damage) 

© 

Cremate 

Frizz, Fire 

Breath 

25 

Consumes all enemies in a towering inferno. 
(108 ■ 187 damage) 

© 

Inferno Slash 

Frizz. Fire 
Breath 

4 

Hemes In on enemy's breakpoint and slices 
the target with attacks such as a blazing 
slash. (20% extra damage) 

© 

Coo! Breath 

Ice Breath 

3 

Blows cool breath at all enemies, 

(16-22 damage) 

© 

Chilly Breath 

Ice Breath 

5 

Blo w? chilly breath at all enemies. 

(37 - 43 damage) 

© 

Cold Blizzard 

Ice Breath 

12 

Blows cold breath at all enemies, 

(36 -103 damage) 

ffl 

C-C-Cold 

Breath 

Ice Breath 

36 

Blows T-l-frwiing breath at ail enemies, 

(193-217 damage) 

© 

Heart Breaker 

Inaction 

2 

An attack that deals damage to the target an d 
can cause the enemy to miss a turn, 

© 

Paralysing 

Punch 

Paralysis 

3 

An attack that can paralyse Its target as it 
inflicts damage. 

© 

Poisonous 

Poke 

Poison 

2 

An attack that can poison Its target as It 
inflicts damage. 

© 

Venomous 

Volley 

Poison 

4 

An attack that can envenomate its target as it 
inflicts damage. 

© 

Helm Splitter 

Sap 

D 

A skull-splitting smash that lowers an 
enemy's defence. 

© 

Big Banga 

Sizz, Zam 

50 

BEasts all enemies with a matavofem wave of 
dark energy. (175 - 225 damage) 

© 

Charring Slash 

Sizz, Zap 

2 

Hones in on enemy's weakpoinl and slices 
the target with attacks such as a steaming 
slash. (10% bonus damage) 

© 

Singeing Slash 

Sizz, Zap 

4 

Hones in on enemy's weakpoint and slices 
the target with attacks such as a scalding 
slash. (20% extra damage) 

© 

Spark 

Sizz, Zap 

6 

Strikes a single enemy with lightning. 

(50-60 damage) 

© 

Lightning 

Sizz, Zap 

10 

Strikes aN enemies with powerful lightning. 

[80 - 95 damage) 

© 

Lightning 

Storm 

Sizz, Zap 

25 

Strikes all enemies with devastating lightning 
boils. (103-187 damage) 

© 

Sleep Sock 

Sleep 

2 

Ars attack that car put its targei to sleep as it 
inflicts damage. 

© 

Body Slam 

Whack 

1 

Deals heavy damage to the target and the 
user, (damage done is equal to 30% of HP) 

© 

Qne-on-One 

Whack 

1 

Reduces both the target and the 
user's HP to 1. 

© 

Death Dance 

Whack 

6 

A dance that can send ail enemies to the 
hereafter. 

© 

Assassin's 

Stab 

Whack 

8 

A technique that can so m mimes fell an enemy 
with a single blow. 

© 

Gust Slash 

Woosh, 

Zam 

2 

Hones in on enemy's weakpoint and 
slices the targ*l wilh attacks *uch as a 
tailwind-inducing stash. (10% extra damage) 

© 

Gate Slash 

Woosh, 

Zam 

4 

Hones in on enemy's weakpoint and slices 
the target with attacks such as a howling 
wind slash (20% extra damage) 

© 

Wind Sickles 

Woosh, 

Zam 

4 

Cuts up a singta enemy in a vortex 
(3D - 50 damage) 

© 

Thin Ah 

Woosh, 

Zam 

a 

Slices up all enemies in a vortex. 

(30 -115 damage) 

© 

Wind Shear 

Woosh, 

Zam 

25 

Tear& all enemies to shreds in a vortex, 
(108-13? damage) 

© 

Breathtaking 

Bash 

Goostopper 

4 

An attack lhat can stop the target tram using 
breath attacks as it inflicts damage 

© 

Miracle Slash 

Drain Magic 

10 

Deals damage to the enemy, then heals the 
user tor half the amount (tD% extra damage, 
maximum of 10Q HP recovery) 
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HEALING SPELLS 


ICON 

NAME 

TYPE 

MP COST 

description 


Heal 

- 

2 

Restores around 30 HP to a sinyle ally. (28 -188 HP) 

* 

Midheai 

- 

a 

Restores around 75 HP to a single ally, (71 - 315 HP) 

£ 

Megah-eal 

— 

6 

Restores around 350 HP to a single ally. (332 - 993 HP) 

£ 

Zing 

- 

8 

Resurrects a taller ally with halt its maximum HP. Sometimes Fails. 

$ 

MuitiheaJ 

- 

■■■■■■ nr ■ nil 

9 

Restores around 90 HP to all allies. (S5 - 336 HP) 

cjji 

Kaarifl 

- 

H 

Resurrects a 1allen ally with half its maximum HP Never tails. 

# 

Qmilibeal 

— 

36 

Restores around 350 HP to all allies. [332 ■ 393 HP) 

* 

Kerplunk 

_ 

AEI 

Sacrifices the caster's life to resurrect all allies. 

£ 

Kerplunk Dance 

— 

All 

Resurrects ail allies at the cost of the dancer's own life 


Hustle Dance 

- 

6 

A dance that restores around 70 HP to all allies. (70 - DO HP) 

* 

Meditation 

— 

a 

Restores around 4QD HP to the user. (400 - 500 HP) 

a 

Reheal 

- 

2 

Restores some HP after each action lar a short time (10% of total HP, maximum of 100 HP) 


BUFFS 


ICON 

NAME 

TYPE 

MP COST 

DESCRIPTION 

% 

Share Magic 

- 

Half 

Gives half the caster's MPto another ally. 

% 

Give Magjc 


All 

Gives all the caster's MPto another ally. 

% 

Magic Multiplier 

— 

1 

Restores a small amount of the caster’s MP. 

\ 

Squelch 

— 

2 

Cures a single ally of me effects of Poison. 

% 

Tingle 

- 

2 

Cures all allies ol the effects of Sleep and Paralysis. 

% 

Defuddle 

— 

2 

Cures all allies of the effects of Confusion. 

% 

Oomph 

— 

6 

Greatly increases the attack of a single ally for two to five turns. (100% extra damage) 

% 

Oomphle 

— 

10 

Increases the attack Of all allies for two to five turns. (50% extra damage) 

% 

Buff 

- 

3 

Greatly increases the defence of e single ally far foup-to seven turns. (100% extra defence) 

% 

Kabuff 

— 

4 

Increases the defence of all allies for lour to seven turns. (50% extra defence) 

% 

Accelerate 

- 

3 

Greatly increases the agility of a single ally far four ia seven turns. [100% extra agility) 

% 

Accelerate 

— 

4 

Increases lire agility of all allies for four to seven turns. (50% extra agility) 

% 

Ping 

- 

3 

Greatly increases the wisdom of a single aElyfor tour to seven turns. [100% extra wisdom} 

% 

Kaping 

— 

A 

increases fie wisdom of all allies for four to seven toms. (50% extra wisdom) 

% 

Bounce 

— 

4 

Forms a protective barrier that reflects the enemy’s and team's spells alike. 


Clang 

— 

2 

Forms an impenetrable wall that nullifies all of the enemy's attacks, but the caster is unable to move fora short time. 


Insulate 

- 

2 

Greatly protects one ally from fire and ,ce breath attacks, [damaged reduced 75%) 

% 

Insutatle 

- 

A 

Protects all allies from lire and Ice breath attacks, (damage reduced 53%) 

% 

Magic Barrier 

— 

A 

Forms a barrier that reduces the effectiveness of foes' offensive spells, 

% 

: Counter 

— 

64 

Poise to strike an enemy with a counter-attack. Can counter almost any attack. 

% 

Defending Champion 

— 

3 

A defensive ability that greatly reduces damage taken, [damage reduced 90%) 

% 

Dodgy Dance 

— 

1 

Prepares one dancer in your team to make evasive manejvers. 

% 

Wave of Relief 

— 

7 

Removes most ailments from all allies. 

% 

Deep Breath 

— 

3 

Increases the attack power of your next breath attack. (100 - 150% extra damage) 

% 

Brake Wind 

- 

ID 

Whips up a storm that will blow back the next breath attack. 

% 

Mist Me 

— 

ID 

Causes a fog to descend that blocks a single attack ol almost any kind, 

% 

Blowback 

— 

2 

Absorbs damage from breath attacks, then sends it back at the enemy. 

% 

Song nf Salvation 

— 

15 

A song that has a 50% chance ot reviving all allies on the next turn. 

%. 

Amor Seco Rain 

— 

15 

A revitalizing shower that heals ail allies on the next turn (maximum of 1000 HP recovered) 

% 

Selflessness 

— 

5 

Protects a single ally from all attacks by taking damage in the ally’s place. 

% 

Aha 

- 

2 

Reveals information about an enemy’s attributes. 

% 

Prezing 

- 

32 

Sets an ally up to be resurrected should the aity tali during battle. 

% 

Unnatural Order 

- 

35 

Causes monsters with the lowest agility to move first in battle 


















































































DEBUFFS 



% 

Hocus Locust 

Drain Magic 

5 

Greatly reduces the MP of a single enemy, (op to 10O MR) 

\ 

Sag 

Sag 

6 

Greatly decreases the attack of a single enemy lor two to live turns. 

% 

Kasag 

Sag 

10 

Decreases the attack of all enemies foe two to five turns, 

% 

Sap 

Sap 

3 

Greatly dec reases I he defence of a si ng le ere my fa r tec r to seven to rns, 

% 

Kasap 

Sap 

4 

Decreases the defence of all armies for four to seven turns. 

% 

Decelerate 

Decelerate 

3 

Greatly decreases the agilily ot a single enemy for four to seven turns. 


Deceleratl^ 

Decelerate 

4 

Decreases the agility of all enemies for tour to seven turns. 

% 

Dim 

Dim 

3 

Greatly decreases the wisdom of a single enemy for four to seven toms. 

% 

Kadim 

Dim 

4 

Decreases the wisdom of all enemies tor four to seven turns. 

% 

Dazzte 

Dazzte 

3 

Reduces the accuracy of all enemies’ attacks. 

% 

Snooze 

Sleep 

3 

Puts a single enemy to sleep. 

% 

Kasnooze 

Sleep 

8 

Puts all enemies to sleep. 

% 

Drain Magic 

Drain Magic 

0 

Stoats MP f ram a single enemy, fup to 100 MP) 

% 

Fizzle 

Fizzle 

2 

Prevents a single enemy from using magic. 

% 

Katizzle 

Fizzle 

3 

Prevents all enemies from using magic. 

% 

Fuddle 

Conltision 

5 

Sends a single enemy into confusion. 

% 

Kafuddie 

Contusion 

10 

Sends all enemies into confusion. 

% 

Magic frailty 

Magical Sabotage 

4 

Decreases all enemies' resistance to offensive spells. 

% 

Sweet Breath 

Sleep 

3 

A fragrant sigh that puts all enemies to steep 

% 

Burning Breath 

Paralysis 

4 

A blistering burp that can paralyse an enemies. 

% 

Poison Breath 

Poison 

3 

A toxic cloud that can poison all enemies. 

% 

Venom Breath 

Poison 

4 

A deadly haze that can envenomate all enemies. 

% 

Bemusing Breath 

Confusion 

4 

A boisterous belch that can confuse all enemies. 

* 

Weird Dance 

Drain Magm 

0 

A dance that can decrease a single enemas MP. 


Tap Dante 

Drain Magic 

0 

A dance that can steal MP from a single enemy. 

% 

Fuddle Dance 

Contusion 

4 

A dance that can confuse all enemies. 


Sultry Dane* 

Inaction 

2 

A dance that can entice a single enemy to start dancing. 

% 

Sandstorm 

Dazzle 

2 

Kicks sand in the eyes of all enemies, reducing their accuracy. 

% 

Dazzleflash 

Dazzle 

2 

Emils a glaring light that reduces all enemies’-accuracy, 

% 

Spools Aura 

Magic Frailty 

2 

Reduces all enemies' resistance to magic. 


Wave of Panic 

Whack 

7 

impairs the attributes of a single enemy. 

% 

Disruptive Wave 

- 

7 

Removes almost all magical efl&cts from all enemies 

% 

Tongue Lashing 

Inaction 

4 

A lenglhy licking that reduces the target’s defence to 1. and it tan also leave them stunned. 

% 

War Cry 

Inaction 

3 

A hideous battle cry that paralyses all enemies with fear 


Ban Dance 

Ban Dance 

6 

Prevents all enemies from dancing, 

% 

Gob&topper 

Quiistcipper 

6 

Prevents a single enemy from using breath attacks, 

% 

Critical Miss 

- 

5 

Prevents an enemy from landing critical hits. 


Lingering Malhazs 

- 

55 

Removes almost all magical effects from all enemies. Allies and enemies will not be abfe to use magic-fora short time afterward, 

* 

B^ade Blunter 

Blade Blunter 

6 

Prevents a single enemy from using certain slash attacks. 

% 

Abil iterator 

Abl Iterator 

6 

Prevents a single enemy from using certain abilities. 

% 

Blade Blunter 

Blade Blunter 

6 

Prevents a single enemy from using certain slash attacks. 

% 

Tactlciamp 

- 

6 

Forces one toe to use the same tactic over and over. 


&how$topper 

— 

48 

Cancels all other actions during the turn after the user’s move. It can only be used once in a battle. 

-—-,-g=--i.mj ~—■—:-■» jh iia* ass"! « J 'A 
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Items have all sorts of uses , Many items can be used during combat by the scout. When items are used in battle , the scout will always 
use the item before any monster takes action. Other items are used outside of battle to teach certain skills, or buff certain stats A few 
key items are used only for quests. items that can be purchased wilt be available from the item vendor once enough machine parts are 
deposited. Other items are found in the wild. 




NAME 

BUY 

SELL 

DESCRIPTION 

MEDICINAL HERB 

8 

4 

Restores 30 HP to a single ally. 

STRONG MEDICINE 

SO 

15 

Restores 60 HP to a single ally. 

SRE&AL MEDICINE 

250 ; 

25 

Restores 120 HP to a single ally. 

MULTI MEDICINE 

600 

60 

Restores 30 HP to all allies. 

AMOR SECO ESSENCE 

- 

100 

Restores around 40 HP to all your allies. 

YGGDRA5ILDEW 

- 

300 

Restores around 100 HP to ail allies. 

MAGIC ELIXIR 

— 

SO 

Restores 30 M Pin a single ally. 

; SAGE'S ELIXIR 

- 

75 

Restores 90 MP to a single ally. 

ELFIN ELIXIR 

- 

126 

Fully restores the MPof a single ally. 

YGBDRA5IL LEAF 

1500 

150 

A mystical leaf that resurrects a single fallen ally. 

SEED OF SKILL 

1000 

100 

Allocate 3 skill points to a single ally. 

SEED OF LIFE 

— 

13 

Permanent^ 1 increases the maximum HP far a single ally by t to 4 poants. 

SEED OF MAGIC 

- 

20 

Permanently increases tbe maximum MP tor a single ally by £ to 4 points. 

SEED OF STRENGTH 

- 

15 

Permanently Increases tbe attach power ol a single ally by 1 to 2 points. 

SEED OF DEFENCE 

- 

15 

Permanently Increases tbe defence of a single ally by 1 to t points. 

SEED OF AGILITY 

- 

13 

Permanently increases tbe agility of a single ally by 1 to 2 points. 

SEED OF WISDOM 

— 

ID 

Permanently increases tbe wisdom of a smgfe ally by 1 to 2 points. 

ROOK OF WULFSPAOF 


300 

A book that bestows ibe Wulfspatle skill. 

ROOK OF HAWKHART 

- 

300 

A booh that bestows tbe Hawkart skill. 

BOOK OF Dl AM AGON 

- 

300 

A book that bestows the Diamagon skill. 

BOOK OF CLUBDOM 


300 

A book that bestows the Cluboon skill 

WARRIOR'S SCROLL 

- 

300 

A book that bestows the Warrior skill. 

MAGE S SCROLL 

- 

300 

A book that bestows the Mage skill, 

PRIEST'S SCROLL 

- 

300 

A book that bestows the Priest skill. 

MARTIAL ARTIST'S SCROLL 

- 

300 

A book that bestows the Martial Artist skill. 

SAGE’S SCR011 

- 

300 

A book that bestows the Gage skill. 

THIEF'S SCROLL 


300 

A book that bestows the Thief skill, 

'THE HEALING TOUCH' 

3000 

300 

A book that bestows the Heater skiEI. 
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NAME 

BUY 

SELL 

DESCRIPTION 

■ 

l HEAD OVER HEALS' 

5DOO 

500 

A book that bestows the Cure-all skill. 

'THE SECRETS OF SORCERY' 

3DOO 

3 DO 

A book that bestows the Mage Aid skill 

mWN OVER CRAINS' 

2000 

200 

A book that bestows the Attack Boost stall, 

■DUCK AMD COVER; 

2000 

m 

A book that bestows the Defence Boost skill. 

'LIFE IN THE FAST LANE' 

2QDQ 

200 

A book that bestows the Agility Boost skill. 

'KNOWLEDGE IS POWER' 

2000 

200 

A book that bestows the Wisdom Boost skill. 

'POSITIVE FULLER’ 

1500 

150 

Lures 0 monsters into battle. The effect wears oft after fhe baffle. 

'THINK NEGATIVE' 

1650 

165 

Lures 3 monsters into battle. The effect wears ofl after the baffle, 

NEUTRAL GROUND' 

3150 

315 

Lures Q monsters into battle, The effect wears aff after the baffle. 

METAL TICKET 

1HDQ0 

500 

Use ihls special ticket to travel to the metal menagerie. Just don’t waste it by using it while the metal menagerie is accessible. 

antidotal HERB 

10 

5 

Cures a single ally of the effects of poison. 

MOON WORT BULB 

m 

8 

Cures a single ally of the effects of paralysis, 

SMELLING SALTS 

80 

8 

Cures a single ally oi the effects of sleep and confusion. 

PANACEA 

— 

55 

Cures a single ally of poison, paralysis, sleep, and confusion. 

TIMBREL OF TENSION 

— 

100 

Increases the team's level of tension 


ANTIMAGIC POWDER 

100 

13 

Enchanted dust used to seal an enemy's magic. 


OOMPH POWDER 

m 

90 

Greatly increases the attackpower of a single ally lor2 to 5 turns. 

WIZARD'S PENNY 

310 

31 

Increases one ally's resistance to magic. 

WIZARD'S SHILLING 

m 

96 

Increases all allies' resistance to magic. 

IMSUlADE 

350 

35 

Increases one ally's resistance to fire and ice breath attacks. 

JUVIBO INSULADE 

1050 

105 ! 

increases all allies' resistance to tire and ice breath attacks. 

SAG POWDER 

900 

90 

Greatly decreases the attack of a single enemy for 2 to 5 turns. 

SAPPER INF 

900 

90 

Greatly decreases the defence^ a single enemy for 4 to 7 turns. 

1 DECELERATION 1C 

900 

90 

Greatly decreases the agility of a single enemy for 4 to 7 turns. 

DIMilUM 

200 

90 

Greatly decresses the wisdom of a single enemy for 4 to 7 turns, 

3UFFER1NE 

900 

90 

Greatly Increase the defence of a single ally for 4 to 7 turns. 

ACCELERATQNtC 

900 

90 

Greatly increase tdo agility of a single ally tor 4 to 7 turns, 

PINS'IUM 

900 

90 

Greatly increase the wisdom of a single ally for 4 to / turns. 

MONSTER MANURE 

- 

1 

Smells horrific, but you can fling Itatonemies in battle. Will grtly inflict □ to 1 point of damage on a single enemy, but it works welt against foes with 
metal bodies 

PRETTY PEBBLE 

- 

1 

Pebbles lor throwing in battle. Only deal between 0 and 1 points of damage to a single enemy, but are effective against metallic monsters. 

PINBALL 


30 

Hard stone for throwing in battle. Only deal between 1 and 3 points of damage to a single enemy, but are affective against metallic monstocs. 

ROCKBQMB SHARD 

— 

150 

Explosive stones fer throwing in battle. Reduces the HP of a single enemy to 1. 

MISTAKE MEDICINE 

600 

6Q 

Inflicts a status ailment on a single foe. 

SEASTIE BITES 

— 

500 

Monsters love this tasty meat and it increases the chances of scouting thorn. 

BRONZE BIT 

— 

200 

An item that should be worth a few gold coins. 

SILVER SLIVER 

— 

750 

An item that should be worth a good amount of gold coirs. 

GOLD NUGGET 

- 

3000 

A heavy chunk of solid gold. 

LOYALTY CARD 

— 

— 

Allows you to purchase good at lower prices 

SCOUT RING 

— 

- 

An essential accessory for any monster scout, ihis ring allows its wearer to scoot monsters and add ihem to their team. 

MYSTERIOUS MEDAL 

- 

— 

A large medal with a lion’s face engraved on n. 

SOGGY LETTER 

- 

— 

The slightly soggy letter received from the slime outside the moles’ base. 

BEMUSOLEUM KEY 

— 

- 

A key granting, access to the ruins of ths Bemusoteum, 

MEDAL OF MERIT 

- 

- 

The medal that grants the bearer the right to compete in the last stage oi the moles Monster Scout Challenge. 

MACHINE PARTS 

- 

— 

Bears the same logo as the Item vendor on board the Albatross. 

HEART OF MUD 

- 

- 

A magical Item that can invest mud with a soul. 






























































































ITEMS & WEAPONS 



Monsters don’t just have to rely on their innate attack, defense, agility, and wisdom to combat foes. Their attack power and other attributes can be 
increased through the use of weapons, in addition to providing a power boost, some weapons also confer unique abilities, such as bonus attack damage 
and scouting success against an entire monster party, or the chance to occasionally flatten the opposition in a single blow! 



Swords are long, edged weapons used tor slicing and stabbing. The various swords include among their number several which deal extra damage against 
undead and dragon monsters. 


NAME 

BUY 

SELL 

ATK 

NOTE 

OBTAINED 

COPPER SV/ORD 

270 

27 

10 


item vendor / monster 28 Gonkiave, monster 97 skeleton 

DIVINE DAGGER 

530 1 

53 

13 i 

RaSh^r effective against the undead 
(1.05 k carnage) 

item venctor (1 machine part deposited) / monster 20 wax murderer, monster 50 nardragbn 

RAPIER 

840 

M 

18 

Rather eltective against dragons 
(1,05 k damage) 

item vendor (4 machine parts deposited) / monster 1 S3 cross bones 

STEEL BROADSWORD 

2m 

200 

3D 

An fir’d Inary steel sword 

item vendor (7 machine parts deposited) / monster 104 phantom fencer, 
monster 127 gargoyle 

ZOMBIE5BANE 

3B50 

3S5 

30 

Rather effective against the undead. 

(1 .lx damage) 

item vendor (11 machine parts deposited); monster 137 restless armour 

URAGDNSBAME 

4700 

470 

41 

Rathet effective against dragons. 

(1.1 x damage) 

item vendor (16 machine parts deposited) / monster 71 green dragon, 
monster 106 red dragon 

OBSIDIAN SWORD 

7000 

700 

40 

Highly likely to and a hit against 
metal monsters 

item vendor (23 machine parts deposited)/monster 167 phantom swordsman 

SILVER BROADSWORD 

9300 

9EQ 

02 

- 

item vendor (34 machine parts deposited) i monster 154 n&tso macho 

ZOMBI ESB LIGHT 

10.000 

1000 

07 

Effective against the undead. 

(1.15x damage) 

item vendor (52 machine parts deposited) / monster 210 night knight 

DRAGONS BUG hi 

11,200 

1120 

72 

Effective against dragons. 

(1.15m damage) 

item vendor (73 machine parts deposited) / monster 231 dorsal fiend 

MIRACLE SWORD 

- 

1500 

77 

Restores some of the vuietdeTs HP 

monster 241 sbogum 

ZOMBIE SLAVER 

17,000 

1700 

81 

Highly effective ag&in&t the undead- 
(1.2* damage) 

item vendor (114 machine parts) / monster 167 phantom swordsman 

DRAGON SLAVER 

17.500 

1750 

86 

Highly effective against dragons. 

(1,2x damage) 

item vendor (162 machine pais deposited}/ monster £02 great dragon 

GIANTS SWORD 

30,000 

3000 

90 

- 

item vendor (114 machine parts) / monster 232 trauminator 

METAL KING SWORD 

- 

6230 

102 

Highly likely to lard a hit apamst 
metai monstare 

monster 237 metal king slime 

LOST KATANA 

- 

5200 

110 

- 

monster 205 killing machine 

LEONINE GREATSWORD 

- 


95 

Increases agility and wisdom by 20 

defeat boss of Dark World, then speak to boss of Necropolis 



m 



















































Spears are lengthy defense-oriented weapons, useful for attacking from afar and keeping an aggressor at bay. There are many different special properties 
found on spears. There's a separate spear extra strong against each family of foe P and a few spears which make critical hits more likely. 


NAME 

BUY 

SELL 

ATK 

NOTE 

OBTAINED 

IRON LANCE 

310 

31 

9 

Rather effective against sltmes (i.Dflx tannage) 

Item vendor / monster 65 spiked hare, monstei 94 ore 

PITCHFORK 

780 

78 

16 

Rattier effective againsl naluallsts (1 .OS* damage) 
Makes critical hits easier to land 

item vendor (1 machine part deposited) / mon$ter 65 imp, monster 162 arefoflemon 

SACRED SPEAR 

920 

92 

22 

fiathflr effective against demons (1.05k damage) 

Item vendor (7 machine parts deposited) /monster 136 octavlansentry 

PARTISAN 

2300 

230 

25 

Rather effective against materialists (1.tex damage) 

Item vendor (11 machine parts deposited) 

HOLY LANCE 

2350 

265 

34 

Rattier effective against the undead {1,05 k damage) 

item vendor (23 machine parts deposited) / monster 175 grim rider 

HUNTER SPEAR 

4400 

440 

40 

Ratti-er effective against beast (1.05k damage) 

Makes critical ff Its easier to land 

item vendor (34 machine parts deposited) 

DRAGON LANCE 

6400 

640 

45 

Rather effective against dragons 
(1,05 k damage) 

item vendor (78 machine parts deposited) 

HAL8ERD 

7100 

710 

57 

- 

item vendor (114 machine parts deposited)/monster 66imp, monster 166 lethal armour 

GRACOS’S TRIDENT 

- 

1100 

55 

Effective against naturalists (1,15x damage) 

Increases defence 

monster 245overkilling machine 

DIABLO SPEAR 

- 

1500 

76 

Effective against demons (1 .iSst damage) 

Makes critical hils easier to land 

m 

HERO SPEAR 

16,500 

1650 

52 

- 

item vendor (162 machine parts deposited) / monster 236 empyrsa 

GAE BOLG 


4250 

94 

Makes critical hits easier to land 

red treasure chest in Dark World (after beating boss) 


Me 


Axe weapons work by propelling a blade or pommel with brute, focused force. I\iatura1ly p many axes are extra effective against naturalist monsters. Hardly 
surprising that tree-like foes would be felled by weapons like the woodsman’s axe. A few axes also enable more frequent critical hits. 


NAME 

BUY 

SELL 

ATK 

NOTE 

OBTAINED 

STONE AXE 

180 

18 

7 

- 

item vendor / monster 11 mischievous mole, monster 54 headhunter 

WOODCUTTER'S AXE 

650 

65 

14 

Rather effective against beasts and naturalists 
(1.05 k damage) 

item vendor (1 machine part deposited) 

IRON AXE 

990 

99 

23 

- 

item vendor (7 machine parts deposited) i monster 54 headhunter, monster 140 paws 

WOODSMAN'S AXE 

2150 

215 

32 

Rather effective against beasts and naturalists 
(1 .lx damage) 

item vendor [11 machine parts deposited] / monster 163 beetteboy, 
monster 164 dark sHmc knight 

HEADSMAN'S AXE 

4200 

420 

39 

Makes critical hits easier 10 land 

item vendor [23 machine parts deposited) / monster 191 fright knight 

BATTLEAXE 

6700 

670 

52 

- 

item vendor (34 machine parts deposited) / monster 166 lethal armour 

FORESTER’S AXE 

0200 

B2Q 

60 

Effective against bwsts and naturalists 
(1 15 k damage) 

item vendor (78 machine pais deposited) I monster 184 dark slime Knight 

KING AXE 

16,000 

1600 

81 

- 

item vendor (114 machine parts deposited) > monster 227 marquis de lean, 
monster 242 robbhn' hood 

RANGER'S AXE 

39,000 

3900 

90 

Highly effective against beasts arid naturalists 
(1.2k damage) 

item vendor (162 machine p&rfe deposited) 1 monster 184 perk slim? knight 

EXECUTIONER'S AXE 


3350 

93 

Makes critical hits easier to land 

monster 276 prince 0 ’ ihieves 
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Hammers work by brute forte, like axes, but with a blunt end rather than a slicing edge. Hammers are here to flatten foes, and so some of these strike 
squishy slimes and brittle materialists with bonus power. Hammers also tend to make the wielder more stout adding defense. 


NAME 

buy 

SELL 

ATK 

NOTE 

OBTAINED 

OAKEN CLUB 

120 

12 

a 

Increases defence 

item vendor / monster 189 buss trait, monster 157 gigantes 

SLEDGEHAMMER 

400 

40 

12 

Rather effective against materialists and 
slinnes (1.1* damage) 

item vendor {1 machine part deposited) / monster 26 hammerhood 

PILE-ON 

- 

100 

20 

Increases defence by 12 

monster 131 slrme stack 

IRON HAMMER 

1540 | 

154 

24 

Increases defence by S 

item vendor {7 machine parts deposited) / monster 149 golem 

WAR HAMMER 

5200 

520 

31 

Occasionally crushes foes in a single blew 

item vendor(11 machine parts deposited}/monster tl8 tiacksaurus 

MIRACLE MALLET 

5200 

520 

37 

Restarts some of Ike Adder's HP 

ilem vendor [23 machine parts deposited} 

schleiman shooter 

5800 

580 

46 

Effective against materialists (1,15x damage) 

monster 234 schleiman tank 

GIANT WRENCH 

/300 

780 

40 

Increases defence by 13 

item vendor (34 machine parts deposited) / monster I7fl tyrartosaorus, monster 262 Canza- 

WARLORD'S HAMMER 

17,000 

1700 

58 

Occasionally crushes foes in a single blow 

item vendor (162 machine parts deposited! / monster 11S hacLsaurus 

MARAUDER’S MAUL 

25,000 

2500 

30 

Increases defence 

item vendor (78 machine parts deposited )! monster 189 boss troll 

MIRACLE MACE 

- 

5700 

87 

Restores some of the wieitier's HP 

??? 

SLEDGEHAMMER 

- 

8200 

97 

Highly efi 1a clave against materialists and 
sflmes (1 2 k damage) 

monster 248 atlas 


& 


WHIP 


Whips are unique in that the whip user will hit the entire enemy parly at once, rather than just striking one target. There is a tradeoff for this wonderful 
and obviously-useful trait—whips have no other bonus besides striking every enemy, No particular bonuses against certain families of monster, no slat 
boosts, no special effects. Whips also don't reach the max attack power of other weapons. Still, the sheer value of hitting the whole other side with each 
swing can more than make up for these deficiencies much of the time. 


NAME 

BUY 

SELL 

ATK 

NOTE 

OBTAINED 

LEATHER WHIP 

380 

38 

4 

Deals damage to all enemies 

ilem vender 

BATTLE WHIP 

630 

63 

— 

if) 

Deals damage to all enemies 

ilem vendor (1 machine part deposited) / monster 120 bodkin archer 

THORN WHIP 

1400 

140 

14 

Deals damage to all enemies 

item vendor (7 machine parts deposited) 

SNAKESKIIJ WHIP 

1800 

180 

2d 

Deals damage to all enemies 

item vendor (11 machine parts deposited).' monster 9 frt>u-fry, montter 113 war monger 

SIDEWINDER 

2800 

230 

38 

Deals damage to all enemies 

item vendor (23 machine parts deposited) 

CHAIN WHIP 

4000 

400 

36 

. 

Deals damage lo all enemies 

item vendor (34 machine parts deposited) 

D RAG QNTA1L WHIP 

6700 

670 

42 

Deals damage to all enemies 

item vendor (78 machine parts deposited) / monster 57snapdragon, monster 186 frou-frou 

SPIKED STEEL WHIP 

9200 

920 

43 

Deals damage to all enemies 

item vendor (114 machine parts deposited} 

SCOURGE WHIP 

18.800 

1880 

58 

Deals damage to all enemies 

item vendor (162 machine parts deposited) / monster 226gripevine. monster 263 kdalamari 

G RING HAM WHIP 

- 

5800 

68 

Deals damage to all enemies 

red treasure chesl in Dad? World (after healing boss) 

WIZARDLY WHIP 

- 

5000 

76 

Deals damage in all enemies 

??? 
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Claws augment a monster's quick slashing power. Every pair of claws adds a great deal of agility to the wearer The metal claws and the metal talons have 
a higher-than-normal chance to strike metal monsters, who are very evasive. 


NAME 

BUT 

SELL 

ATK 

NOTE 

OBTAINED 

STONE CLAWS 

aoo 

20 

5 

Increases agility by 8 

item vendor / monster 2 komodo, monster 37 great sabrecub 

PAWS 

- 

100 

10 

Increases agility by 20 

monster 72 teeny sanguini 

►ROW CLAWS 

500 

50 

11 

Increases agility by 10 

Item vendor fl machine part deposited) / monster 49 wild slime, monster 126 great sab recat 

FALCON .CLAW$ 

- 

20 

15 

Greatly increases agility by 52 

red treasure chest aboard the Albatross 

METAL CLAWS 

1650 

105 

15 

Highly likely to- land a bit against metal monsters 
Increases agility by 24 

item vendor (7 machine parts deposited) / monster 126 great sabrecat 

SACRED CLAWS 

2 m 

250 

25 

Effective against demons (1.15* damage) 
Increases agility by 19 

Item vendor (11 machine parts deposited) / monster 156 missing lynx 

RAZOR CLAWS 

amp 

310 

33 

Increases agility by 24 

item vendor [23 machine parts deposited) / monster 164 firebird 

STEEL CLAWS 

5500 

550 

43 

Increases agility by 26 

item vendor (34 machine parts deposited) / monster 141 jumping jackal, 
monster 227 marquis de leon 

DRAGON CLAWS 

- 

600 

44 

Rauier effective against dragons {i.i* damage) 

monster 139 noble gasbegon 

METAL TALONS 

7200 

720 

51 

Highly likely tn land a hil against metal monsters 
Increases agility by 20 

monster 146 metal dragon 

GRYPHON TALONS 

12,ODD 

1200 

77 

Increases agility by 40 

item vendor (114 machine parts deposited) / monster 126 great sabrecat, monster 156 
missing lynx 

SACRED TALONS 

34,500 

3450 

84 

Highly effective against demons {i,2x carnage) 
Increases agility by 30 

item vendor (162 machine parts deposited) /monster 212 dual duellers 

eeoNY talons 

- 

4000 

88 

Increases agility by 18 

77? 

QRICHALCUM CLAWS 

- 

5150 

95 

Increases agility by 37 

??? 


STAFF 


Staffs are best suited to the more sage-like monsters who reiy more on spells than direct attacks. As claws all raise agility, so staffs all raise wisdom. 
Several staffs can also have an important influence on monster synthesis f 


NAME 

BUY 

SELL 

ATK 

NOTE 

DETAINED 

CYPRESS STAFF 

150 

15 

4 

Increases wisdom by 10 

item vendor/monster 13 lips 

STAFF GF GHENT 

- 

100 

7 

Restores sorm of the fielder’s HP 

monster 135 malevolamp 

PHOENIX SCEPTRE 

- 

- 

S 

A monster wielding this staff wilt pass on its 
form when synethesisetf 

red treasure cbest in Cragravation 

RUNE STAFF 

530 

58 

12 

Increases wisdom by £2 

item vendor (11 machine parts deposited) 

PLUS SCEPTRE 

- 

- 

23 

Used to ensure a sythe&lscd monster is + 

red treasure chest in Iceoialion 

MINGS SCEPTRE 

- 

- 

23 

Used to ensure a sythesised monster is ■ 

complete Marsha's Monster Scout Proliciency Test challenge 9 

CRYSTAL STAFF 

3680 

360 

34 

Increases wisdom by 33 

item vendor (23 machine parts deposited) f monster 203 Thornefla 

MALEVOLENCE 

- 

390 

42 

Increases wisdom by 48 

monster 264dlwulmagus 

STAFF OF DARKNESS 

4000 

400 

47 

Increases wisdom by 38 

item vendor (78 machine parts deposited) f monster 207 Exorsus 

SAGE'S STAFF 

7500 

750 

61 

Increases wisdom by 46 

item vender (162 machine parts deposited) / monster 67 goody bag 

ROYAL ROD 

- 

4150 

33 

Increases wsdom by 50 

defeat bo&sot Dark world 
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Explore the world and learn tips for monster scooting and 
the challenges in every area of the game. 


Use the handy maps 
in this guide to collect 
important treasures and 
scout rare monsters in 
every area. 


Master all of the aspects of a monster scout. Synthesize monsters to produce 
the best traits and special powers, learn important spells and abilities, and 
gather necessary items to power-up your party. It’s all in this guide! 
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THE AIBRTFOSS 


COMPLETE WALKTHROUGH! 


EXHAUSTIVE MONSTER 
DATA APPENDIX! m 


Learn everything about your favorite 
monsters' strengths and weaknesses 
to create the ultimate team. 


ILLUSTRATED 

MAPS! 




























































































